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•Create an Animated 

Five-Day Weather Forecast 

with DeluxePaint KV 
•Weathering the Situation 
•Adorage and ClariSSA 
•TrapFax 
•On The Ball 1.24 
•Distant Suns v5.0 
•Pixel3D-Pro Version 2 
•Front Ending C 
and much more! 
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Beginning Assembly 




^TofD quality guidance for A mi ga users '*) 




ESI 

Btwe SmW) Books 



All books are written 
and produced In 
Great Britain. 

smws 




AMOS is ore of the mosl exdting 
and accessible programming envi- 
ronments on Ihe Amiga. Phil South 
fully explains Ihe fundamentals and 
the skilllut shortcuts to great pro- 
grams, \^ilh Qts of example code to 
Bxpenment with and dev^op your 
own programs with. Covers all ver- 
sions of Amos including AMOS. 
Easy AMOS and AMOS 
Professional. 

Mastering Amiga Amos 

Pt-il SotJifi. 320 pages. $26.00, ISBN: 1-873308-12-4 

Want to learn Assefflt>ly language but 
don't know your InluiMessage from 
your Null temmaled stmg? Then the 
Amiga Assembler fnsicfer Guide is for 
you! With easy-to-foltow examples 
and instruot'Ons it explains and 
demystifies the largon. Applicable to 
all Am^as, ii comes ™th a free disk 
which includes the PD A6Bk assem- 
bler and programs from the book. 

Amiga Assembler Insider Guide 

Paul Overaa, 256 pages, S23.00, ISBN: 1 -873308-27-2 

VicH This book leaches you lo use and 
' care lor all types of disks and drives 
in order lo minimise the risk :■' 
problems, get a better understand- 
ing of how they work and what to 
do if things go wrong. Topes 
include inslalling software, copying 
and moving files, encrvption and 
security, disk repair and back-up, 
lormaiting and fast filing, floppy, 
flad. Ram and CD's. 






Amiga Disi<s and Drives 

Paul Overaa. 256 pages, S23.00. 



ISBN: 1-873308-34-5 



Tho Amiga's operating system has 
proved a major ctostade to assem- 
bly language programmers, but this 
book IS guaranteed to gel the seri- 
ous Amiga O'Mier into the world of 
68300 assembly language pro- 
gramming. It assumes some experi- 
ence of high-level languages such 
as BASIC, Skeleton programs are 
provided for the beginner to follow 
and develop, 

Mastering Amiga Assembler 

Paul Overaa, <1 1 6 pages. S29.0O. ISBN: 1 -873308-1 1 -6 

Perhaps the most comprehensive 
introductory tutorial ever written 
about the Amiga's operating sys- 
tem in a massive 384 pages. If you 
want to learn about MiigatXlS 2, 
2.1 or 3 then this is the book for 
you. It assumes you knov/ nothing 
about Ihe subject but - if you follo-A' 
Ihe step by step exercises - will 

■~f,ee-; pr^Ti turn you into an AmigalX)S expert. 

'■', oi^*5 

Masterirtg AmIgaDOS 3 - Tutorial 

Smith S Smiddy. 384 pages, S27.00, ISBN: 1-873308-20-5 

Wntten with the sole aim of getting 
you through those soul-searching 
first months with your Amiga, it 
doesn't promise to make you an 
i-i -;■■ ■ any one tope but v/ill give 
,,.« i.",e essential foundation stones 
Irom which you can progress. Step 
by step advice on spe:ific subiecls 
IS balanced with general advice on 
all major subjects relevant to the 
Amiga. 

Mastering Amiga Beginners 

Smith & We!*. 320 pages, S26.0O. ISBN: 1-873308-17-5 






If you want to take over your Amga 
then you need to understand and 
program Ihe Amiga System itself. 
Tills book IS an introductory guide 
to |usl that. Assuming a base 
knov/ledge cf C but explaining all 
new System concepts, it teaches 
you how lo handle tasks and 
processes, work with libraries, 
incorporate IFF graphics and much, 
much more. 

Mastering Amiga System 

Paul Overaa, 400 pages S29,0O, ISBN; 1-873308-06-X 

Tnis is fhe full reference guide to the 
AmigaDOS command set with 
complete coverage of over 140 
AmigaDOS 2. 2.1 and 3 com- 
mands. Arranged alphabetically, it 
includes many worked examples 
with full command synopsis and 
templates. Contains details on the 
MotintSst, AmigaDOS Error Codes, 
AmIgaGulde, Ihe IFF, Commodities, 
and much mors. 
Mastering AmigaDOSS - Reference 
Smth & Smiddy, 368 pages, S27.00, ISBN: 1 -873308-08-6 

The Al^exx programming language 
is assured a bright future as pari of 
Workbench 2 and 3- No harder to 
ieam than BA5IC the examples and 
listings supplied will teach you 
ARexx from scratch. A complete 
understanding of the application 
control advantages of this powerful 
language can be yours with ease. 
Also applicable to Workbench i ,2 
and 1 .3 users. 

Mastering Amiga ARexx 

Paul Ovsraa, 336 pages S27.00, ISBN: 1-873308-13-2 
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Amazing Specification and Outstanding Value! 
Tfiat's the Amiga A1200 Beginners Pack! 

Now, for thG very first time, you can get the complete beginners pack^e in one bumper-'.alue 
pack. Sure tc be tfie best seller, the Amiga A 1200 Beginners Psck includes Ihe best-selling Amiga 
A J 200 lnsid&' Guide. Amiga A 1200 Nest Steps tnstder Guide plus an excbswe 1 -hour high-quality 
. 'ISO tape on At 200 basics from Wall Street Video. This special value pack alSD includes four 
: -s of essential PD and Shareware software with specially written boo< to help get you goir^. 
Programs include an easy-to-use datatase. a wofdprocessof, a music editor, a file recovery/virus 
checker/disk compression package and clip-al selection. 
Amiga A1200 Beginners Pack 
S49,00 ISBN: t -873308-30-2 
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Im ageFX' 

''Men Your Image Is On The Line" 



ImageFX Is the only Image processing soft- 
ware package you will ever need for your 
Amiga. .Period. This phenomenal program 
comes with a complete array of professional 
24-bit paint tools and unsurpassed special 
effects. When you're up against a dead- 
line, you don't have time to second guess. 
ImageFX gives you total control of the 
creative process with the fastest and easiest 
to use Interface on the market. 

When your image Is on the line, you can't 
afford to moke a mistake. Your image pro- 
cessor has to have all the tools an image 
processor should have. ImageFX lets you see 
your Images as you work on them. Provides 
virtual memory for virtually unlimited image 



sizes. Supports framegrabbers and scanners. 
Paints In full color, even emulating traditional 
media such as charcoals and watercolors, 
Supports dozens of image file formats. Other 
packages? They either can't do it, or you'll 
pay extra to get It. They stand still while 
ImageFX continues to grow and Improve. 
Dramatically. 

ImageFX 2.0 sets a new standard of quality 
for graphics manipulation on the Amiga. 
When your image is on the line, don't settle 
for less. Step up to the best. Step up to 
ImageFX 2.0. 

For a complete list of features In ImageFX 
2.0 call the Nova Design support line at 
(804) 282-6528. 




NOVA DESIGN, INC. 

1910 Byrd Avenue, Suite 214 • Richmond, VA 23060 
Customer Support: (804) 282-6528 • Business Line; (804) 282-5868 • Fax: (804) 282-3768 

Circle 1D4 on Reader Service card. 
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n This Issue 



14 Create an Animated Five-Day 
Weather Forecast with DeluxePaint IV 

by Randy Finch 

Randy shares his experiences in 
producing an animated five-day 
weather forecast while working at an 
NBC affiliated local station. 

18 Weathering the Situation 

by R. Shamms Mortier 
An interview with Tim Drawbridge, 
chief meteorologist for WVNY, who is 
attracting a lot of attention with his 
novel animations that he creates every 
night, all with his Amiga, 

20 On The Ball 1.24 

by Henning Vahlenkamp 
A review of Pure Logic Software's On 
The Bail personal information manag- 
er. 




23 1994 Readers' Choice Awards 

The results are in and the winners are! 

27 TrapFax 

by Mark Rickan 

A review of TrapFax, an integrated fax 
management utility from Austria's 
TrapDoor Development. 

29 Two from Spectronics: Adorage 
and ClariSSA 

by R. Shamms Mortier 
A review of Adorage, a software only 
package which creates animated 
wipes and fades and ClariSSA an ani- 
mation accelerator in software. 




34 Pixel3D-Pro Version 2 

by R. Shamms Mortier 

A review of what Shamms considers a 

very significant upgrade to Pixel3D- 

Pro. 

38 Distant Suns v5.0 

by Rob Hays 

This review covers many of the new 
features added in the newly released 
version of Distant Suns. 

57 A Tale of Two DOS's 

by Keith Cameron 

Comparing AmigaDOS and MS-DOS. 

63 Front Ending C 

by Randy Finch 

Create an interface for your C pro- 
grams with an easy-to-use authoring 
tool. 



Features 



46 PD Update 

by Henning Vahlenkamp 
A close look at utilities to edit your 
Amiga's memory or clean your floppy 
drives, plus three games from share- 
ware authors. 

50 Online 

by Rob Hays 

This month's files include a ray tracing 
software package and accessories, as 
well as a security program to protect 
your disks from prying eyes. 
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Columns 



9 New Products & 
Other Neat Stuff 

Moving Textures 100, Making Music 
with Bertie Bunny, Really Real 
Texture/Images. International Flow 
Chart, Hypercache Professional v2.0, 
Magic Lantern v2. 0, and more round 
out this month's New Products. 

42 Inside ARexx 

by Merrill Callaway 

This month we look at arguably the 
most powerful single instruction in 
ARexx, the interpret instruction. 

52 Bug Bytes 

by Jotin Steiner 

Using a standard serial cable on the 
A1000; Interleave questions and 
intermittent errors on a SCSI System; 
Amiga Network information; A scary 
Backup story; Workbench 2.1 floppy 
errors; Mega Midget Racer and the 
MegaChip; Ami-Back and high density 
drives round out this month's Bug 
Bytes. 




56 Beginning Assembly 

by Bill Nee 

The first in a series of articles covering 

the major machine language 

programming techniques for the 

Amiga. 

59 Roomers 

by The Bandito 

Commodore UK & CEI in, Samsung 
out, and NewTek retains Amiga loyalty 
while selling to other platforms. 
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Coming Soon 



AC GlJmE Amiga 



Reserve your copy 

today with an 

AC SuperSub 

For more 

information Call 

1 -800-345-3360 
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ETHERNETPLL/S 



NOW SHIPPING 






FEATURES INCLUDE: 

• 3 Network Interfaces 
lOBaseT 
Thick AUl 
Cheapernet (10Base2) 

• Diagnostic LEDs 

• 10IV1B /second 

• SANA II Compliant 

• 1 Year Warranty 



10Base2 



lOBaseT 




LEDs 




CEI 



The new high 




NOW SHIPPING 




multisync monitor!! 



for all Amigas. 



THE BEST AMIGA 
MONITOR EVER! 
FEATURES: 

15 to 38 Khz Horizontal Scan Rate 

.28 Dot Pitch 

45 to 100 Hz Vertical Scan Rate 

International Power Supply Auto Sensing 

Compliant with Low Radiation Standards 

Position & Size Frontal Adjustments 

Swivel Base 

Displays All Amiga Modes Including "Super 72" 

Color lUlatches the AMIGA 4000 



See them at your 
CEI Dealer today..! 

For the location 

of your nearest 

CEI Dealer 

call 305 266-2800 




* Test comparison with Ihe Commodore A2065 Elhernei Board. 

A4a66. ElhernetPlus and A1962 are registered IrademarKs ol Creative Equipment International. 
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Waiting Again 



It is the NovemlxT issue and wc still 
have not been able to say who will be the 
\viniier of the Amiga technology. By all 
indications, there are only two strong 
bidders lor the prize. David Pleasance 
personifies the fJK Commodore manage- 
ment group that have placed a bid to 
purchase the Amiga and begin production 
again. Alex Amor of Creative Equipment 
hiternational is the bidder who has 
pushed to piM'chase the property and 
begin production as a UB company. We 
have interviewed both men in our past 
issues (please see the David Pleasance 
article in the September issue of AC as 
^vell as the Ale,\ Amor interview in the 
October issue of AC), .so 1 felt it was 
warranted to speak with each qLiicklv and 
find out \vhat they were doing and hou- 
much they could sav about their activities. 

David Pleasance of UK 
Commodore 

I phoned David Plea.'iance at his 
offices and discovered a rare surprise. He 
was there. For the past several u'eeks, Mr. 
Pleasarice has been competing in a non- 
stop race to secure this prize. With trips to 
and from the US and elsewhere, iVlr. 
Pleasance has tallied a large amount of 
frequent flyer miles. 

When I asked him about the 
impending purchase he replied, "it is still 
in the hands of the gods." 

"As far as vve are concerned," he 
continued, "we are in thi.s thing to win it. 
We are not in it for a game. We are 
definitely in it to win it. Whatever bid it 
takes, we intend to pick up this business." 

I went on to discuss some of the 
problems that the delay has caused in the 
market. 1 mentioned that the lackof anv 
substantial news was doing more to erode 
confidence than the actual demise of 
Commodore had. He replied, "All this 
market is waiting for is for somebodv !o 
officiallv announce that the Amiga 
product line is a continuing product line 
and that it has a future." 

Tliere ha\'e been some concerns o\'er 
the original statements made bv the UK 
group concerning the US market. Would 
\ve be able to get machines? Would the US 
market see enough oi the higher end 



machines such as the Amiga -WOO. Mr. 
Pleasance stated, "We will major on the 
Amiga 4000 for the first two to three 
months and the US market will certainlv 
get well supplied on the product." 
Mr. rieasance also restated his intention 
to hold a forum for .Amiga developers and 
others both in the US and in Europe as 
soon as possible after the bid is finalized. 

While he would not discuss his 
funding or his investors in the project 
(there has even been a wild rumor that 
China is financing the UK bid), he did sav 
why he was being close lipped. "It would 
be completely inappropriate at this hme 
to talk about where the finance is coming 
from." 

This policy is being held by most 
bidders either now or in the past. The 
feeling is that if the competitor knows 
your source of capital, vou are at a 
disadvantage. Thev could either try to 
poison the supply or create t^uestions in 
the minds of the trustees as to how valid 
the source is. 

1 went on to ask about upcoming 
products. Would he be able to go on 
record with a statement concerning 
product annoLincements. He replied that 
without the company in his possession, he 
was blocked from making the decisions 
that would create the timetable and 
product line that we all need. 

Deadlines — more live than dead 

There was little doubt from his 
conversation, that Mr. Pleasance was 
more than disturbed by the delays. Time 
after time, everyone in the Amiga 
community has witnessed delays as each 
new suggested deadline (probably 
suggested b\' an anxious Amiga user) 
slides past our hopeful eyes. 

The newest rumor that I heard from 
"a reliable source" was that the trustees 
had to place some document, even if it 
was nothing more than a progress report, 
before the Bahamas' Supreme court by 
October 1 5, 1994. Tlie beaut\' of this rumor 
is that by the time you read this, the 
deadline will have passed, but from my 
\'iewpoint as 1 write this, the new 
deadline will occur by the end of this 
week. 



Alex Amor and CEI 

Later 1 called /\lex Amor at Creative 
Equipment International- Although Mr. 
,Amor has been on the .same marathon run 
as Mr. Plea.sance, I was also able lo find 
him in the office. 

In our discLission, Mr. Amor was just 
as positive as Mr. Pleasance had been 
about the CEI bid and the business, but he 
also was stymied by the delays. In an 
effort to get around the problem, CEI has 
placed a bid before the trustees which 
contains a cancellation date. This is 
designed to force the trustees to act on the 
bid within a certain time. Unfortunately, 
the same trustees were originallv faced 
with a similar deadline from the UK 
bidders and they allowed the deadline to 
pass. 

Good News? 

Once again we are faced with the 
same problem that has tortured Amiga 
owners for such a long time. Inabilit'i- of 
someone to make a decision. 

For whatever reason, the Amiga user 
base remains stuck behind someone else's 
agenda. [3efore it was Commodore 
International officers, now it is tiie people 
they designated to complete the liquida- 
tion task. 

While it is hard to be too demanding 
toward the liquidator.s, after all they are 
doing what thev are being paid to do — to 
find tile best price they can for the Amiga, 
they still remain as a block to the .'Vmiga's 
revival. 

However, there is some solace to be 
taken from these events. Whoever wins 
the technology, either the UK group or 
CEI, both parties are committed to 
making the .Amiga e\ erything it can be. If 
we had had that commitment from CI3M 
International's management, v\'e would 
not be discussing this today. 



Sincerely, 

Don Hicks 
Managing Editor 




A MA ZING Com ruripiio 



$19.95 buys you hundreds of 
megabytes of great software 

for your Amiga 



Amiga Library Services and Fred Fish offer you 
the best compilation of freely redistributable 
software money can buy! 

IntroLlucinri FreshPish™, 
FrozenFish™, iiiul GoldFlsh 
from Anii!>a l.ibrarv' Scr\iL'cs 
(ALS). This unique CD-ROM 
series offers Anii^ri users 
hundreds of megabytes of 
the very latest in freely 
redistributable software. 

PreshFiah CD's, published 

six times a year, are eom- 

pilations of over 100 Mb 

of the newest material 

available in both BBS ready 

(arehived) and re;idy-to-run 

(unarehived) form. Also 

ineluded are over 200 Mb of 

the latest ready-to-run GNT soft 

ware (KMVCS, C/C-I--H eompiler, 

te.\t proecssinji utilities, ete.) with full 

souree eode ineluded and up to 300 Mb of 

other useful utilities, games, libraries, doeu 

mentation and hardware/software re\iews. 




GoldFlsh, a two-dise CD-ROM set, contains the 
entire original 1,000 floppy-disk library creat- 
ed by ALS founder Fred Fish. This compilation 
of "Fish Disks'" contains the entire library 
in both BBS ready and ready-to-run 
forms. 

FrozenFish, offereii on a bi- 
annual basis, contains the 
entire 1,000 floppy "Fish 
Disk" library in BBS ready 
(archived) form onl\-. Also 
ineluded are o\'cr 200 Mb 
of material from pre\ious- 
y released FreshFish 
discs. 

NEW RELEASE: ALS is 

happy to announce that it 
is now an authorized dis- 
tributor of the "new" 
AMINET™ CD's. These CD's, 
produced quarterh^ starting in 
the stunmer of 1994, arc arehi\'ed 
compilations of the most recent luatcr- 
ial available on the Internet. Kaeli disc will 
contain thousands of programs, demos, sound 
files, games, images, programming tools, etc. 



I YES! I want to take advantage of this great offer! Please ship me the following: 

■ □FreshFish □ FrozenFish □GoldFish OAMINET™Gold 

I Buy any single CD for $1 9.95 • Buy any 2 CD's for $35.95 

j Buy any 3 CD's for $49.95 • Buy all 4 CD's for $59.95 

I O 1 year subscription to FreshFish (6 CD's) for $89.95 

I C\ 1 year subscription to AMINET (4 CD's) for $59.95 

I Shipping & Handlins: S3.95 for eacli shipment up to 4 CD's • $12.95 for 1 year subscriptions 



CALL TO ORDER 




1.602.917.0917 



Pcpient: □ VISA nMajterCand niCO.D. □ CliedcorMonfly0rdtF(U.S.)aFED-X2nd-0ay Delivery add Si 2.95 (U.S. only) 



I Cofd Number:. 
Nome: 



Exp.: 

Address: 



Signature:. 



State: 



! Address: 

I City: 

I 1 

WAIL ORDERS TO: Amiga Library Services • 610 N. Alma School Road • Suite 18 • Chandler, AZ 85224-3687 • USA 



. Zip Code:. 



-Country:- 



h t^C „„ ti^w,.it,w Ca. 



Maintain your edge... 

AC's Guide gives you the latest in Amiga products and availability; 
now subscribe to tlie magazines that will keep you in the know. 



Subscribe to the best resource available for the AMIGA 



Amazing 
Computing 
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Aiunziii^^ Compiiliii;^, the 
first Amiga monthly maga- 
zine, remains the first in new 
product announcements, 
unbiased reviews, and 
indepth reporting. AC's 
unique columns like Rooiiiers 
and Bii;^ Bytes, step-by-step 
programn^ing articles, and 
entertaining tutorials have 
made it the magazine of 
choice with devoted Amiga 
fans. With AC you remain on 
the cutting edge of Amiga 
prodvict development. 



AC'S Guide AC 's TECH 
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AC'sCuidc remains the 
world's best resource for 
Amiga product information. 
A compilation of new prod- 
uct announcements from AC 
and exhaustive research, 
AC's GUIDE is a constantly 
updated reference to the ever 
changing Amiga market. 

With an AC SuperSub, you 
will receive 12 issues of 
Amazing Computing and two 
issues of AC's GUIDE at a 
tremendous savings. 
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AC's TIC II was the first 
disk-based technical maga- 
zine for the Amiga. This 
quarterly collection of pro- 
grams, tecliniques, and 
developer issues has been 
created for Amiga owners 
who want to do more with 
their Amigas. If you want to 
expand your Amiga knowl- 
edge beyond the ordinary, 
then AC's TECH is a must. 



Complete your Amazing Computing library and FRS collection 



Mail or FAX (508-675-6002) the enclosed order form or call toll-free in U.S. or Canada, 800-345-3360. 

Foreign orders please call 508-678-4200 



]\EW 



PROD 



TS 



a^c( ot^e^ nea t ^^«/^ 



The following art: fijfss releases and newi 
nitnoimcementsfrom Amiga vendors and 
nihers. Wliile Ania/^ing Computing niniiilaiiit: 
tlie riglil lo edit lliese entries, Ihc ftiilaneiil^, 
etc, made in these reports arc those of the 
vendors and not Amazing Computing 
nmgnzinc. 



Moving Textures 100 

l^recision Computer Graphics is now 
publistiing a software" package for ttie 
Amiga entitled Moving Textures 100 (MSl^P 
$249.00). The package includes one CD 



ROM and one videotape. Moving Textures 
100 is made up of 22 image sequences that 
make it possililo for computer animators to 
add natural plienomenon (such as clouds, 
fire, smoke, and water) to their animations. 
Tlie sequences ^vere captured using higll 
quality equipment and the resulting frames 
\vercoptinii/.od to conser\e memory. [:ach 
sequence contains 3U0, 600, or 900 ready to 
use IFF frames. 

Any software that can handle image 
sequences can make use of \to\'ing 
Textures 100. The product has heen tested 
with Aladdin -ID, Imagine 3.0, Lightwave 
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Moving Textures 
100 is made up of 
22 image 
sequences that 
make it possible for 
computer 
animators to add 
clouds, fire, smol<e, 
and water and 
otfier natural 
phenomenon to 
their animations. 



3D 3.1, Real 3D, Art Department Profes- 
sional (Using FRED), and ImageFX (using 
the IMT hook). The sequences can be u.sed 
directly off the CD ROM by e\eiy program 
except Imagine 3.0. Instructions for using 
Mo\'ing Textures 100 with Imagine 3.0 are 
included in the package. 
Precision Computer Crnphics, 634 N Gleiwnl<s 
Blvd. Suite 367, Ihirbnuk, CA 9/502-6542, Tel: 
(818) 842-6542. Inquiry nnO 



Rocky Mountain Amiga Users 
Group Update 

The Rocky Mountain Amiga Users can 
now be readied by mail at: 
Rocky Mou[itain .Amiga Users Group 
P.O. Box 280403 
Lakewood, CO 80228-0403 

The Rocky Mountain Amiga Users 
meet the 4th Tuesday of each month at 
Wheat Ridge Middle School, 7101 West 38th 
Street, Wheat Ridge, CO 80033. For further 
information contact: Joe Obrin 303-420-0403 

Rocky Mountain Amiga Users Group Video 
Toaster SIC 
P.O. Box 280403 
Lakewood, CO 80228-0403 

The Toaster Sig meets the 2!id Monday 
of each month at the Virginia Village 
Library, 1500 South Dahlia Street, Den\-er, 
CO. For further information contact: Don 
James at the Computer Room, 303-696-8973. 



Making Music wUh Bertie Bunny is 
Now Shipping! 

WindShadow Softivare has introduced this 
title for voung children to have fun while 
learning about music. With a suggested 
retail of $.34.y5US, it fully employs the 
multimedia capabilities of the computer. It 
requires AmigaDOS 2.0 or greater and 1 
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ML-gnbytu of RAM. Even .i 2 year old can 
"Bang Keys" to control Bertie. Bertie Bunny 
will automatically move from place to place 
on the display. Older children can use a 
mouse to quickly make selections, \kisical 
skills covered include recognizing the 
sounds of various instruments as well as 
recognizing various musical tunes from one 
or more of 4 different parts. This title 
rcadiiy installs on a hard drive and 
supports NTSC and PAL as well as 6 
languages. 

VJindShado-w Software, 77 Mdntyrc Ct, 
Niimmrket, Ont, Qvmdii, LSY 8B9, Tel/FAX: 
905-836-4400. Jiiqiwy nm 



Make Money with Your PC! 
by Lynn Walford 

Make Money with Your PCI The 
Revised Guide to Starting and Running 
Successful fJusinesses with Your Personal 
Computer bv computer ,ind business 
consultant Lj'nn Walford is a great source 
for anyone who needs the facts on how to 
choose, plan, market and manage a 
computer-based business. Though the 
press release states Jhat it was written for 
people with a Mac or IBM/compatible, the 
information and tips can be applied to any 
platform. Find out if starting your own 
computer-based business is right for you. 

Learn how to determine the right 
business for your skills, and how to 
evaluate and choose hardware and 
software. Get plent\' of successful business 
ideas, learn how to market and manage 
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Although written primarily for a Mac and 
PC audience, Making Money With Your 
PC offers a variety of ideas and insights 
on starting a connputer-based business. 



your business, how to price, bill, and get 
paid for your services, how to set up your 
business, and where to go for help. Since 
starting your own business takes a lot of 
discipline, exercises have lieen created at 
the end of each chapter making it a breeze 
to develop business, marketing and 
management plans, and to set and 
accomplish goals. The book also contains 
examples and stories of how other 
computer-based business owners became 
successful and illustrations of common 
mistakes. Even if you already have a 
business this book will give you new ideas 
on increasing business and profits and 
avoid client problems. Publication date on 
this book was August 29, 1994 with a SRP 
of S7.95. 

Ten Sptvd Press, PO Box 7123, Bfikuley. CA 
94707. (510) 559-1600: FAX (5W) 524-45S8, 
ToIIfm- order number <S00) S4h2665. 
Iiujuiri/Hlll 



Really Real Texture/Images 

The 3 disk set and bonus disk has a 
brovvser screen of 24 bit IfT-, non-com- 
pressed, high resolution video images of the 
real thing, not C.G.I. Surface .'^D objects 
with redwood bark, burl, moss, and more. 
Also graphic backgrounds from the old 
growth forest. Bonus disk inckides real 
marble textures. Tutorials are also 
included. The Version 1.0 of the old growth 
forest has a suggested retail of $36.95 and is 
currently available. System requirements 
include an .Amiga 4000 with Toaster 3.0 or 
above, NTSC. 

Second Siglil Video Prodiifliom, 2045 Ml 
iVd'h St.. Suite 102, Concord, CA 94520, Tel: 
'r^^0) 825-2309 or (800) 994-2308, FAX: (510) 
S25-232S. Inqiiinj #213 



Cochlear Consciousness 

Presented hv Pierceptron, this new 
ear-training software for the Amiga retails 
for $150 (including shipping). The Cochlear 
Consciousness software is actuallv a suite of 
six programs. Each program provides vou 
with an environment to explore some 
aspect of musical sound, and a game or 
quiz to refine your perception and 
knou'ledgc. Tlie games analv/.e vour 
personal performance, adjusting the 
strategy so you make swift progress. The 
six sets include: the chords program, the 
harmonics program, the beats program, the 
just program, the temper program, and the 
absolute program. The software imple- 
ments a microtunable wave table synthe- 
sizer on the Amiga. It runs on any .Amiga 



wilh 3(10k of RAM or more (and probably 
even mucli less), and AmigaCX3S 1.3 or 
later. Stereo speakers, or speakers with 
higher fidelity rather than speakers that are 
built into a video monitor are recom- 
mended. Headphones are also fine. Tlie 
software is not copy-protected, and 
includes installation software for hard disk 
drives. 

Pierceptron, 375 Nortii Quince, Sail Like C/fi/, 
L^T.S4;03-I(543, Tel or FAX: (8011 521-7215. 
Iiujiiiry ti2'l4 



International Flow Chiorter 

Internationa! Plow Charter is packed 
wilh over 200+ ANSI standard shapes as 
well as shapes for boolean algebra diagrams 
and computer nehvork diagrams. Other 
features include: 11 fonts; 4 line patterns; 
multiple flowchart editing; automatic text 
centering; portrait and landscape flow- 
charts in multiple densities; single page and 
multipage support; page and shape 
manipulation features; ILBM page export; 
ILBM clip art import/export; and total 
keyboard or mouse control. Requires 1 MB 
chip ram and 1 disk dri\e minimum. 
Supports NTSC or PAL and 1 .3, 2.0 or 3.0 
ROM. MSRP is $129.95 and is set for 
release on November 1, 1994. 
Neiitlier Reidni Softu'tirc, 2930 8tli Street, 
Cm/tihoi^n I'ulls. OH 44221, Tel: (216) 928- 
1738. I}upiiry#215 



Northwest Arkansas Amiga User 
Group— User Group Update 

Please note that i'eter Laws would like his 
name deleted as the contact name for the 
Northwest Arkansas .Amiga User Group. 



AmiTrix Development 

AmiTrix Development has a new address 

and phone number as follo^vs; 

AmiTrix Development 

5312 -47 Street 

Beaumont, Alberta Canada T4X 1H9 

Phone: (403) 929-S459 

FAX: (403)929-5356 



Hypercoche Professional v2.0 Now 
Available 

Silicon Prairie Software has announced 
the immediate availability of Hj'perCache 
Professional Version 2.0, the most recent 
release of their filesystem and device 
accelerator sothvare for the Amiga series of 
personal computers. Picking up where the 
Amiga's operating system lea\'es off. 
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Amiga Telecommunications enters the 90's! 

Finally, everything you need to stort cruising tlie 
Information Super IHigliway in one easy to use pacl<oge. 

Termite is so easy to use even a novice telecommunitDtor 
will feel at home, yet it has all of the pov/er and high end 
features to satisfy the most sensoned modem warrior. 

• Designed from the ground up at Oregon Research to take full advantage of 
Amiga WB 2.0 and higher! • 1 00% Amiga Style Guide compliant! 

• Supports comra unitotio n speeds from_300 Jo ] 1 5, 20 B PS ! 

• Flexible Phone Book with unique 
configurations for each number 

• Support for Multiple Line BBSs 

• Configurable review buffer w\h 
cut and paste editing 

• Multi-fosking chat window to 
prepare text before sending it. 
Great for reol-time conferences. 

• Configurable Macros 

• Font and Screen sensitive 

• Configurable button bar! Assign any program function/macro to the button bar. 
Want your own icons? No problem, just assign your own IFF brush to the butlonl! 

• Fully AREXX programmable for fill automation! 
•Automatic Coll logging. Know where you were and 
how much you spent. Much Mu(h More... 








Our new mascot's o cute little guy 
without nome. Send us your sug- 
gestions and reqister to win a 28,800 
6PS modem ana lots of other Oregon 
Research Products. No purchase is 
necessary to enter. Winners will be 
onnDunced on SuperBow! Sundey '95 . 
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Development 
System 

Tired of the limitations of those "BASIC" gome development systems?? 

Ready for one (hat you can REALLY sink your teeth into?? Fast Parallax 
scrolling? No problem. Dual Playfields?? A piece of cake! Multiple viewports with 
multiple animated objects on independent paths with multiply defined backoround 
& object collision defection?? Chilil's play. Finally, Professional Game developmeni 
is made easy with the GameSmith Development System from Oregon Reseorcn. 

Over three years in development, the GomeSraith Development system gives you 
the low level power to creote the masterpeice of your dreams. The package has 
over 400 pages of documentation fully describing the system, utility functions and 
over 1 30 library functions complete with a detnifed tutoriol and many examples. 

• Complete animation system with double buffering •Prioritized object disploy 

• Custom Object/Object & Object /Backoround ColHsion Detection & Response 

• Automatic placement and Animation of Mulli-Sequenced animated objects ■ you 
only make a single call! • Chain Objects, animoting one animates the whole chain! 

• Automatic Virtual Space object handling • Dynamic Animotion Control 

• Build up your animations 

graphically in the interactive 

character animator CITAS. Customize all aspects of the object including sequence, 
placement, speed, display method & priority, object collision detection parameters. 
Save everything out os a single object addressable by the system! It's Eosy!! 

• Complete Audio System to make sound playback easy! 

• Automatic load and play of IFF samples • Interupt 
driven background sound replay • Reol time effects. 

• Easy to use Joystick polling routines • Very efficient 
ILBM picture looder • Optional custom encryption to 
protect your artwork and sounds! • Fully AGA compatible 

• Transparent double buffering • Hardware level smooth 
scrolling on a per viewport basis • Independently scroll 
playfields in dual playtield mode • Parallax scrolling! 
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The perfect solution for shoot 'em ups to graphic 
adventures. Don't let the limitations of the yesterday 
keep you from forging the masterpiece of tomorrow! 

Buy GameSmith todayi 

A C Compiler or iSOxO Assembler is required lo v^ GameSmith, 



Professional 32 track MIDI sequencer supporting 16 
MIDI channels with simultaneous replay or up to 4 
channels of sompled sound!. High end features like 
tempo mops, juke box performance seauencer, more. 
Includes the highly acclaimed "Diamond Drag". 
The easiest note editing system on the Planet!". 
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8 Bit Stereo Direct to Hard Disk Sampler witli 

Advanced Editing and Effects for Unaer S50! 
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Simply AMAZING! 

1 6 Bit Stereo Sampler ond Replay with built in 
MIDI interface, Advonced Editing, Effects, 
Sample and MIDI Sequencer for Under S200! 
Incredibly AMAZING! 



Finally Professional MIDI Sequencing for under SI 00. 
Budget version (under 540), a 1 .5 hour MIDI video. 
Composition Assistant, and MIDI Interface also available. 

Also irom Oregon Research „. MuxonMAGIC a fully user configurable modular screen saver and system oudia manager. KighSpeed PASCAL - A professional PASCAL languase dcvelopmerit system 
compotible Willi Borland TurboPASCAl 5, VideoMaster ASOO and AGA Color Video/Aadio Digitiier & Sequencer outputs AfflMS s, electronic color splittei nvodoble. Cd write, e-raod, "' AX !°r ™'e 
Zrm ion Oregon Research 162Q0S.W. PocificHwy., Suits 162 Tiprd, OR 97224 PH:(S031 620-4919 FAX:{5Q31 624-2940 Internet: arres@teleport.rom Genie: ORA CompuServe: 71_333j65^ 



The perfect companion for GameSmith and for all of 
your 680x0 Assembly longuage needs. Integrated 
multi-windowed editor, assembler debugger. Supports 
all 680x0 processors, i888x matn co-processors, and 
allAmigaswitliWBl.3, 2,or3 

Advanced Structured BASIC Lanquoge Development 
System. A MAJOR upgrade to the popular HiSoft Basic 
PRO with integrated multi-window editor, compiler, and 
debugger with WB 1.3, 2.x, and 3.x support. 
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Upgrades are •,„;;":■;■ 

arable from '111 
any previous 
version or 
competitor. 
Call for more 
informolion. ' 
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Code Management 
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O'KiiLi.'i iH- A^'-iii t,M r>. Inc. 



Discover unique 
ways lo create 
software for the 
Amiga and 14 other 
computer platforms 
at ttie same time. 



HyperCache Pro adds workstation style 1/ 
O caching to any Amiga storage device. 
Performnnce increases of up to 3000''<) are 
nltainablo on t)'pical hard drive usage. V2.0 
adds complete write caching and write 
retention, as well as a new, fully-associative 
cache engine. This latest release also adds a 
complete Workbench interface, including 
Preferences, Installation, and Statistics 
.Monitoring programs, all of which serve to 
make HyperCache easier to use than ever 
before. MSRP if S59.95 US. Owners of 
Version 1.0 HyperCache product may 
upgrade by sending their original program 
disk with S19.93, plus S3 S/H ($5 overseas) 
to the above address. 
Silicon Prairie Softimrc, 4771 14St!i Ave NE 
Suite N2II2. Bellevm; WA 98(K)7, Tel: (2QG) 
556-061S. (Please ucfe tlie ncir address and 
pho}ie number.) Inquiry $216 



Magic Lantern V2.0 Released 

Magic Lantern V2.0 is the oni)' 
commercially available program that allows 
users to create, edit and display delta- 
compressed animations in up to 24 bit color 
on all the popular true color display cards 
for the Amiga, as well as all the native 
Amiga modes (including AGA). It will also 
play sound effects in either mono or stereo 
through the Amiga sound chip during 
animation play back. New features include 
virtual memory support; now animations 



can be as large as your hard disk. Double 
Time compression technolog)' can double 
animation speed and reduce animation 
sizes h)- half. Another new compre.ssion 
technology has been added that can speed 
up some animations (especially those in 16 
and 24 bit) by up to 25%, and reduce 
animation sizes by up to 20%. Rebuilding 
animations has been optimized, and for 
largo animations can be 75";. faster. Direct 
support for the Retina Z3 has been added. 
MSRP is SI 25. 00 US. System requirements 
include Workbench 2.0 cir greater with one 
megabyte of memory. Recommended 
system has a hard disk with more memorv. 
Display boards supported include: ECS, 
Spectrum, Retina (Z2and Z3), Opal Vision 
and Picasso 11 in 8,16 and 24 bit resolutions, 
Amiga chip set, including all AGA modes, 
DCTV, HAME, etc. 
Terra Nova Developmenl , PO Box 2202. 
Vent urn, CA 930032-2202. TEL: (S05> 652- 
0531, PAX: (SOS) 6'52-36.3,9. biquiry #217 



Transporter 2.0 Price Reduction 

\'i-.iial lns|i!rations has announced a 
price reduction on Transporter 2.0. The 
new retail price will be $199.95. Trans- 
porter is an advanced animation control 
program designed to meet the e\-er 
increasing needs of the Amiga animator. It 
provides the perfect link between your 
Display Device and Single Frame Controller 



by creating scripts of p re-rendered frames. 
You can set up loops, re\'ersals, and frame 
repeats quickl)' and easily. Once the script 
is completed. Transporter takes o\-er and 
processes your orders. Frame Accurate 
Sequential Frame Crabbing is another 
feature. Rotoscoping has also never been so 
simple. Use the Time Lapse option or use 
Time Grab to send the frames directly to 
your hard drive instead of video and much 
more. I^vervthing on your VTR can be 
controlled right from Ihe screen. 
Visual Inspirntions, 8119 W HoUyimod, Tampa, 
FL 33604, Voice/FAX (S13) 935-6410, BBS 
(S13) 935-6513. IiKjuiru #218 

O'Reilly Publishes Step-by-Step 
Guide to Strategic Software 
Engineering 

O'Reilly & Associates has released 
Muili-Platfpni! Code Maimgeuicnt, a step-by- 
step guide to techniques from advanced 
software engineering environments that 
UNIX and .MS_DOS programmers can use 
to structure large projects over many 
releases and platforms. On two diskettes 
provided with the book, author Kevin 
Jameson offers a complete system for 
managing directories, makefile templates, 
and source code revisions. Both free 
software and tools developed by the author 
are included. Topics covered include: 
Multi-platform directory structures for 
isolating and controlling platform depen- 
dent code. Automatic makefile generating 
tools to promote uniform, portable 
makefiles on your projects and to save you 
time, file sharing tools that make it easy to 
share the latest versions of files among 
niLiltiple developers and software products, 
automaticallv and RCSDO, a tool that 
performs version control operations on 
entire trees of files at a time. The tu'o 
accompanying diskettes' source code runs 
on at least 15 platforms, including Amiga. 
SRP is S39.95 (US). 

O'ReiUij & Associates, inc.. W3 Morris St Ste 
A, Selmstppol, CA 95472, Tel {707} 829-0515, 
FAX<707) S29-0Wi. Iuquir]/#219 



Surface Pro for Lighitwave 3D 

Surface Pro offers a wide variety of 
low memory seamless image-Liased 
lightwave surfaces. Most require less than 
200K of ram to load. Surface Pro gives )'ou 
over 60 new surfaces and a dozen new 
objects that arc instantly available through 
Lightwave. Surface Pro retails for $99.95. 
Visual Inspirations, SU9 W Hollywood, Tampa, 
PL 33604, Voice/FAX (S13) 935-6410, BBS 
(813)935-6513. Inquiry #220 
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Road Signs 

Road Signs contains over 50 precon- 
structed signs ranging from stop to slippery 
when wet. Also included is a sannple LW 
scone file with tutorial to holp you get 
started. All objects in l!ie set were modeled 
point by point in Modeler. No 2D or 3D 
digitizer was used. All signs have single 
sided polygons for quick render times. No 
image or clip maps are used. Road Signs 
comes with a construction directory 
complete with tutorials. All you have to 
pro\'ide is the text to be placed on the signs. 
This makes for an unlimited number of 
signs and the ability to tailor the sign to fit 
your scene. 

Visiml Inspirations, 809 W HoUyivood, Tampa, 
FL 33604, Voice/FAX (SIS) 935-6410, BBS 
(SI 3) 935-6513. btqidnj #211 



TERMITE 

Oregon Research has announced the 
release of TERMITE, a modern Telecommu- 
nications package for the Amiga. It is 
designed so even a novice 
telecommunicator will feel at home, yet it 
has all the power and high end features to 
satisfy the most seasoned user. TER.VllTE 
takes full ad\'antage of the Amiga WB 2.0 
and higher and is 100% Amiga Stylo Guide 
compliant. Features include: communica- 
tion speeds support from 300 to 1 15,200 
BPS, flexible phone book with unique 
configuration.s for each number, support for 
Multiple Line BBSs, configurable review 
buffer with cut and paste editing, multi- 
tasking chat window to prepare text before 
sending it, configurable Macros, font and 
screen sensitive displays and much more, 
TERMITE works on all Amiga systems with 
1MB or more of memory and WorkBench 
2.0 or higher. TERMITE retails for S49.95 
and will be available in October 1994. 
Oregon Research, 16200 S.W. Pacific Hw\/ Stc 
162, Tigard, OR 97224, Tel <503) 620-4919, 
FAX (503) 624-2940. Inquiry #222 



GameSmith 

Professional Game development is 
made easy with the GameSmith De\'eIop- 
ment System from Oregon Research. The 
system gives you the low le\-el power to 
create the masterpiece of your dreams. 
With GameSmith you can easily create 
anything from arcade shoot 'em ups to 
graphic role playing adventure, from fast 
scrollers to hair raising strategy games. 
Build up your animations graphically in the 
interactive character animator CITAS. 
Customize all aspects of the object 



including sequence, placement, speed, 
display method cS: priority, object collision 
detection parameters. Save everything out 
as a single object addressable by the system. 
The package has over 400 pages of 
documentation fully describing the system, 
utility functions, and over 130 library 
functions complete with a detailed tutorial 
and many examples. GameSmith works on 
all Amiga systems and requires a C 
compiler or 680x0 Assembler to use, 
support for Pascal and HiSoft BASIC 2 is 
coming. GameSmith retails for $129.95 and 
is available now. 

Oregon Rcsciircli, 16200 S.W. Pacific Him/ Stc 
162, Tigard. OR 97224, Tel (503) 620-4319, 
FAX (503) 624-2940. inquiry #223 



Announcements from 
Intangible Assets Manufacturing 

lAM announces the arri\al of Connect 
Your Amiga! A Guide to the Internet, 
LANs, BBSs and Online Services, a 256 

page book packed with information for 
net"working and going online. F-rom 
background information for the novice to 
networking hints and tips for advanced 
users, this book has something for every 
.Amiga owner. With a SRP of S24.95, the 
book covers the following topics; About the 
internet - what it is, what's so great about it, 
how it works, how to access it, hov\' to join 
it, how to use it; About telecommunications 
- selecting and using modems and terminal 
emulator software, finding downloading, 
decompressing and using public domain 
and sharevvare software; and About 
networking hardware and softwai'c - The 
SANA-II standard, Ethernet, ARC.Vet, 
serial and parallel ports, selecting, 
configuring and using TCP/IP, SLIP, PPP, 
Envoy, DECNet, connecting to PCs, Macs, 
Unix and more. Inquiry #224 

Also announced is the release of The 
Deathbed Vigil ... and Other Tales of 
Digital Angst. This 120 minute VHS video 
tape is a documentary filmed, narrated and 
produced by Dave Haynie, former senior 
hard«'are engineer at Commodore, now 
senior systems engineer at Scala, Inc. The 
video shows the famous "Deathbed Vigil 
Party," the West Chester facilities of 
Commodore {including the secret engineer- 
ing lab), as well as interviews with dozens 
of famous Amiga personalities. It also 
offers opinions and explanations of many 
"behind-the-scenes" goings on. Inquiry #225 

"Connect Your Amiga!" T-shirts are 
now available from lAM. It comes in 100% 
black cotton with color star-chart design 
(from the co\'er of the book) and the words 



"Connect Your Amiga!" List price is Siy.95 
for men's S, M, L and XL (add S2 for XXL or 
S4 for XXXL). The shirt is available directly 
from I AM aird from Amiga dealers v\'orld- 
wide. /m;i(in/#226 

Intangible Aisci\i Manufacturing, SIS Oniioiiil 
Ave, Drexel Hi!!, PA 19026-2604, Tel: 610- 
S53'4406, FAX 610-S53-3733. Piease try area 
code 215 if 610 does not conned as problems are 
still being experienced due tn the diange in men 
codes in llic region. 



OnttieBallVl.3 

Pure Logic Softivare has announced \'ers!on 
1.3 of On the Ball, their third major upgrade 
in less than a year. The new version will 
ship on or before October 17, 1994 and 
contains over 40 enhancements and fixes 
over V1.24. Three major categories of 
improvements include; 1) Smart reminders 
- This version has the ability to create 
shadow reminders months in advance, 
remind you of past appointments while the 
computer was off, turn off all or individual 
reminders, and the abilitj' to launch 
programs, scripts, or ARexx at a reminder; 
2) Integrated application files - Now users 
can sa\'e selected information to a file, 
merge files, or append selected information 
to an existing file to help with information 
sharing, data categorization, and archive 
maintenance; 3) New Address book 
printouts - On the Ball now creates 
customizable table format output of your 
addrcssbook. A complete list of new- 
features will be available for fax retrie\'al 
from the support line before the release 
date. The upgrade disk and a manual 
addendum will be available to registered 
users fro $10. 

Pure Logie Software, 789 Butterfly Rd., 
Qiiiney. CA 95971, Voice/FAX (205) S02-7345. 
hiquiry #227 
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New Product? 
Industry Announcement? 

Send it to; 

New Products Editor 

Amazing Computing 

P.O. Box 2140 

Fall River, MA 02722-2140 

(508) 678-4200 

FAX (508) 675-6002 
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Create An Animated Five-Day Weather 
Forecast With DeluxePaint IV 



by Randy findi 



Some timt- ago, I worked with our local NBC iiffilinle lo crcAto 
weather graphics for its local newscast. Thev had an Amigii 21100 
and were using DeluxePaint for graphics production. The main 
weather maps were downloaded from the AccuW'eather service; 
my job was to create specialized graphics. I created a fi\'e-day 
forecast, a se\'ere weather map, and se\'eral other custom graphic 
screens. One of the things 1 worked on \vas an animated fi\'e-dav 
forecast. It ^vas created entirely in DeluxePaint. In this article, I will 
show you ho'iv to create this animated forecast. In a future article, I 
will show you how to use HELM to ease the proce.ss of building a 
five-day animated forecast on a daily basis. 

The Screen Layouf 

Typically, a five-day forecast consists of a title at the top of the 
screen, five graphic elements for each of the five davs, the names of 
the davs, and a high and low temperature for each day. I will 
follow this same convention. The major difference is that instead of 
static graphics or color-cycled graphic.s as is tj'pical, I will be using 
animated graphics complete with blinking sun, moving ckiud.s, 
flashing lightning, and falling rain. 

To start things off, a screen resolution and size needs to be 
selected. Since the output will ultimately be used in a fele\'ision 
broadcast, the screen needs to be interlaced and overscan. The 
resolution of TV is not that great (compared to computer output, 
this is); therefore, a 16-color lou- resolution screen should he 
sufficient. ITie lower re.solution will also ensure that the animated 
screen will run smoothly with no jerkiness. A. maximum overscan 
of 368x482 will be used to make sure there is no border around the 
screen. 

Now the palette needs to be set. 1 used a blue background. 
Tlicre is a yellow for te.xt and lightning, some greens for the grass, 
some blues for the sky, and so on. Figure 1 shows the palette 1 
selected. 

The Building Blocks 

Once the selected screen resolution and palette are set, the 
graphic elements to be used in the animated forecast need to be 
created. There are many different types of days that can occur; 
sunnv, partly cloudy, rain\', stormy, snowy, days of hail, flood 
warning days, etc. For this article, I will discuss the first five. 

First, a basic screen design needs to be produced. Figure 2 
shou's the template I created. From the top down, it has the title, a 
blank area for inserting the text indicating the days, five boxes for 
inserting the AniniBrushes that will be created, and color rectangles 
for inserting the high and low temperature for each day. It is rather 
plain, but it gets the job done. You can be as artistic as you like 
putting this template together. 

Now it is time to build the static graphic elements that will be 
used to produce the forecast. Figures .l and 4 sho\v the ones 1 
created. The top row of Figure 3 shows the core graphics that will 
be used in each AnimBrush. Each has a dithered green ground and 
a solid blue sky. The graphic on the left has a light blue sky and v\'ill 



be used for sunny days. The middle graphic has a medium blue sky 
that will be used for partly cloudv davs. The graphic on the right 
has a dark blue sky that will be u.sed tor overcast davs. Each of 
these graphics is sized to fit inside the hollow rectangular boxes in 
Figure 2. The graphics themselves are each 50x183 pixels in size. 
The middle row of Figure 3 shows five singular elements (cloud, 
lightning bolt, sun, raindrop, and snowflakc). The bottom row 
shows groupings of four of the elements. These groupings will be 
used to create the AnimBrushes. The three graphics at the top, the 
sun, and the four element groupings at the bottom of the figure 
should each be saved as separate brushes. 

Figure 4 shows se\'en different brushes, each contaijiing the 
names of five days of the week. Fach brush starts with a different 
day. Tliese brushes v\ere designed to fit inside the blank area above 
the five empty boxes in Figure 1. Thus, for anv given day, the days 
of the week can be added bv simply loading the appropriate brush 
and pasting it in the appropriate location on the template. 

A Sunny Day 

Now it is time to create the first .AnimBrush. Clear the screen 
in DeluxePaint, load the brush containing the graphic with the light 
blue sky, and then choose Color/Palettc/Use Brush Palette from 
the menu. This \vill set the screen palette to that of the brush. Nou- 
paste the brush in the middle of the screen. After some experimen- 
tation, I decided that a 10-frame animation running at 10 frames per 
second looked quite good. So, from the menu choose Anim/ 
Frames/Set #, enter 1(), and select OK. Also, from the menu, choose 
Anim /Control /Set Rate and enter 10. This will set the frame rate. 
At this point you will have a 10-frame animation with each frame 
ccmtaining the pasted brush in the middle of the screen. 

Load the sun brush and paste it down on the first frame in the 
blank bkie area awav from the ground and sky graphic. Notice that 
the sun is not symmetric. By rotating the brush 90 degrees, a 
slightly different looking sun can be created for the next frame of 
the animation. Choose the menu item Brush/ Rotate /90 degrees. 
This will create a short wide sun due to the odd aspect ratio of a 
368x482 screen. To resize this alternate image of the sim to better 
match the original image, choose the menu item Brush/Size/Hah-e 
once and Brush/Size/Double Vert twice. Position the resized brush 
over top of the original sun in frame one, press the 2 key io jump to 
the second frame, and paste the altered sun brush to the screen. By 
alternately pressing the 1 (pre^'ious frame) and the 2 (next frame) 
kevs, you can see how good the "blinking" sun looks. Redo these 
steps if necessary. 

Now it is time to add the sun to the light blue sky. Co (o frame 
one. Choose Anim/AnimBrush/l'ick Up from the menu. Draw a 
box around the sun, and when asked how many cells, tj'pe in 2. 
This creates a two-frame AnimBrush of the sun. The frames are 
slightlv different from each other so it gives a slight motion to the 
sun. To see how the blinking sun looks, hold down the 7 key. This 
will cycle the AnimBrush frames. Save the AnimBrush by selecting 
the Anim/ AnimBrush /Save menu ilenr. After saving, position the 
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Figure 1, Palette for 5- Day Animated Forecast 



Figure 2. 5-Day Forecast Template 



sun AnimBrush in the light blue sky of the graphic in the center of 
the screen on frame one. Paste the AnimBrush. Press the M key 
(must be capital) to bring up the Moi'e requester. Make sure all of 
the settings are as shown in Figure 5 and press the Draw button. 
This will cause the two-frame AnimBrush to be pasted on each 
frame of the animation, alternating the two sun images for 
consecutive frames. The result is a ten-frame animation of a 
blinking sun in the light blue sky. To see how the animation looks, 
press the 4 key. Pressing the Esc key will stop the animation. 
Make sure frame one is displayed and select the Anim/ 
AnimBrush/Pick Up menu item. Draw a box around the ground 
and sky graphic and type in 10 when asked how many cells. Click 
on OK. A 10-frame AnimBrush containing the entire ground and 
sky graphic with a blinking sun will be created. It should be saved 
for later use. 

A Partly Cloudy Day 

A partly cloudy day consists of a sun with some clouds, Since 
the blinking sun AnimBrush has just been created, it can be used as 
the base for this graphic. Howe\'er, the sky needs to be a medium 
blue. Therefore, there are two approaches that can be used. First, 
the sky in all ten frames of the sunny day animation can be filled 
with the medium blue color. Second, the ground and medium blue 
sky graphic brush can be loaded and the steps to create the sunny 
day AnimBrush repeated. Either way is okay, but the first ^vay is 
faster. 

Once a 10-frame animation of the ground and medium blue 
sky with a blinking sun is in place, the moving clouds need to be 
added. Load the five-cloud grouping brush. Notice that there are 
two cloud layers in the grouping. The top layer has three clouds 
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Figure 3. Static Elements for 5-Day Forecast 
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Figure 4. Days of the Week Brushes 



Figure 5. The Move Requester 



and the bottom has two. The clouds in each Kiyur are purposefully 

offset from each other by 55 pixels. If the brush is ma\ed horizon- 
tally the 50 pixel width of the ground nnd sky graphic over 10 
frames (fi\'e pixels per frame), then frame one, which will come 
after frame 10 (the animation loops), will look identical to how 
frame 11 would have looked if it existed. This allows the cloud 
mo\'ement to be smooth as the nnimalioii loops. 

So, lot's do it. Paste the cloud grouping on the screen such that 
the lower right-most cioud is centered horizontally in the sky. Press 
M to bring up the Move requester. Select a value of 50 for the X 
Distance and make sure the value of Count is 10. Click on the Draw 
button. The clouds will be pasted to each frame of the animation 
with a five-pixel offset between frames. Pick up an AnimBrush 
consisting of the ground and sky graphic area and save it. Now 
clear all frames of the animation and paste the AnimBru.sh on frame 
1. Use the Move requester to add it to ench frame in the same way 
the sun was added earlier (X Distance set to zero). Play the 
animation. The clouds will move across the .sky. As the clouds 
disappear off to the right, new clouds will appear from the left. 

A Rainy Day 

For the rainy day graphic, no sun will be shown. Go to frame 
one and clear all the frames by pressing the CLR button and then 
selecting All Frames from the requester. Load the ground and dark 
blue skv graphic and paste it on the first frame. Use the Move 
requester to copy it to all frames. Next, create the moving clouds 
just as was done for the partly cloudy day. Go to frame one and 
load the raindrop grouping brush. Paste it on the screen such that 
the upper left corner of the brush is in the upper left corner of the 



sky, but such that the top raindrop is no higher than the middle of 
the top cloud layer. Bring up the Move requester. Set the X Distance 
to about 10, the Y Distance to about -70 (remember Y increases 
upward in DeluxePaint), and Count to 10. Click on the Preview 
button. Look closely at how the raindrops appear as they fall 
towards the ground. Adjust the X and Y Distances until they appear 
the way you want. Finally, press the Draw button. Again, pick up 
the graphic as an AnimBrush and sa\'e it. To make the rainfall 
appear harder, repeat the steps for adding the raindrop grouping 
but begin the brush movement in frame five or six. The movement 
will loop around to frame one and continue until 10 frames have 
been drawn. 

A Stormy Day 

The stormy day will be just like the rainv day but with some 
lightning added. So, while on frame one of the rainy day animation, 
load the lightning bolt grouping brush. All that is needed is to add 
the lightning to various frames of the rainy day animation so that 
the lightning appears to be flashing on and off. I found thai 
lightning bolts on frames 1, 2, 5, and 6 look quite good. It gi^'es the 
appearance of two quick flashes and then a pause. Make sure tire 
lightning bolts are in the same position in each frame to which they 
arc added. This is best done by positioning the bolts at the 
appropriate location in the sky and pressing the Left Alt-Left 
Amiga kev combination (same as pressing the left mouse button). 
Go to the next frame to which the boits will be added by pressing 
the 2 key to advance frames. Paste the bolts with the same key 
combination. This method will prevent the slight movement that 
can occur when trying to hold the mouse steady. 
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A Snowy Day 

This tine is ((uite simple now that the other ones have been 
created. Simply create the moving clouds on a dark blue sky as for 
the rainy day animation. Now, instead of adding failing raindrops, 
simply add falling snowflakes using the snowflake grouping brush. 

Other Days 

What other type of days can yuu think of? Hail? How would 
you portray it in the AnimBrush? Perhaps the snowfall will be big. 
The ground could be changed to white for that one. Tliere are many 
different typeM of days that can be created. Play around with it. Let 
your creative juices flow. 

Putting !t All Togettier 

Now that the AnimBrushes for the various type of days have 
been created and saved (you did remember to save them all, didn't 
you?), it is time to bring everything together for an actual five-day 
forecast. Delete all the animation frames so there is only the one 
DeluxePaint work screen. This can be done by setting the number 
of frames to one. Load the five-dav forecast template (Figure 2). 
Then load the appropriate brush containing the names of the five 
days to be forecast. Paste is under the title in the appropriate 
position above the five empty boxes. 

Next, select the font and font size to use for the temperatures. 
Type the low and high temperatures for each day in the appropri- 
ate rectangles. Set the number of frames to 10; the filled in template 
will be copied to all frames. 

Load the AnimBrush that represents the type of weather that 
vj'M prevail on the first day of the forecast. Paste it inside the left- 
most box of frame one. Use the Mo\'e requester to paste it to each 



frame of the animation. Do the same for the second day, the third, 
and so on until all five days have AnimBrushes associated with 
them. 

The animation is now complete. It can be saved as an .^nim 
file for use in a presentation package. Figure 6 shows frame two of 
a sample I created. Figure 7 shows frame seven of the same sample. 
1 wish 1 could put the animation in the magazine, but technology 
has not reached that point yet. You will just have to put one 
together yourself. 

Conclusions 

I hope you have had fun working through this tutorial. Using 
DeluxePaint to build the final five-day forecast can be a bit 
cumbersome since you must manually load the brushes and paste 
them in the right location. Probably the most time consuming task 
is typing in the temperatures. In a follow up article, I will show you 
how to automate these tasks using HELM. 

If you put together something like this for a TV station, I 
would like to know about it. See vou next time. 
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Please Wrife to: 

Randy Finch 

c/o Amazing Computing 

P.O. 80x2140 
Fall River, MA 02722-2140 



Need More Weather? 

Please read the article by Shamms Mortier Weatlierhig 
the Situation on page 18 of this issue. 
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Weathering the Situation 

Professional uses for Amiga 

b\j R. Slinmms Mortier 



Tim Drawbridge, chief meteorologist for WVNY, is 

attracting a lot of attention with his novel animations 

that he creates every night, ali with the Amiga. 



The advantage of the Amiga is that it wns designed for 
videographic purposes, i\'hich means graphics and video interfac- 
ing. The number of systems installed in broadcast situations 
throughout the world guarantees the Amiga's use at least until the 
end of the decade (even if nobody picks up the technology and 
takes it the next step). The reasons are simple: low cost, ease of use, 
and fast quality results. Just how many news rooms and weather 
broadcast segments are augmented by the Amiga is unknown, hut 
e\'en a cursory investigation in any region of the U.S. suggests that 
the nimiher is pretty liigh. In my area, a region whose broadcast 
demographics include the area from northern Massachusetts to 
western New York up into Montreal, Canada, 1 know that three of 
the five TV stations use Amigas for various tasks. Of course, it is the 
Toaster that influences many small to medium studios to consider 
the Amiga (at least so far, while the Amiga remains the only 
platform that sports Toaster technology, a situation that may be 
very different bv next venr). 



Channel 22, WVNY, is our regional ABC affiliate. Tim 
Dra-iv'bridge is WVNY's chief meteorologist. Tim is attracting a lot 
of attention with his presentation of the weather because of the 
no\'eI animations that he creates every night, all u'ith the Amiga. 
WVNY has a Toaster that is used for various transitions and tasks, 
but that's not all Tim uses. 1 wanted to get some feedback from him 
on both his creati\-e process with the Amiga as well as what tools 
and technology he accesses, so I tracked him down for a short 
interview. 

Q: Hoi\' did you become interested in meteorology? 
Tim: It began when I was a youngster living on Long Island. I 
began my college education at the State University of New York at 
Albany. I transferred to Lyndon State College in Vermont to further 
my education. It was there that I de\'0ted myself to my career. I 
completed two internships. The first was at VVTEN, an ABC 
affiliate, and the other at WNYT, an NBC station. Then in New 
York city, 1 completed my final internship at WNTW, a FOX 




A selection of animation frames 
created by weatherman Tim 
Drawbridge of ABC affiliate WVNY 
in Burlington, Vermont. 
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network station. It was at Albiinv, when I vvns interning there, th.il 1 

transfornned my hatred for computers to love. 

Q: Were vou introduced to computers in your internship? 

Tim; My responsibility was to prepare my foreca.st nnd graphics for 

the meteorologist In charge. 1 worked on a WSI (Wonther Services 

Incorporated) 7[)00 weather graphics machine and learned how to 

animate and color cycle. I also worked on a "Li\e-Line 5" graphics 

machine and learned how important stenciling was to make 

temperature band maps and weather statisticai maps. I also learned 

more about color cycling, opacity, and color mo\*ies at WNYiV, 

where I worked with a "Li\'e-Line 4". 

Q: Where were you first introduced to the Amiga? 

Tim: My haining on the Amiga began at Lyndon State College in 

my video presentation courses. The Amiga computer v\'as an 

integral part of the course which prepared me for the college 

television station, A friend of mine, who had his own Amiga 

computer at home, assisted me in learning to use Deluxe Paint 111 

and IV and Amiga Vision. After finding out how to use all the 

keyboard shortcuts, 1 was soon up and running. While at Ljmdon, I 

had to abide by the standard format set out by the Communication 

and Meteorology departments in terms of graphics. Thus I wasn't 

able to use the knowledge that 1 had gained with the Amiga until I 



"Move" requester, ho«'ever I haven't as yet been able to get the 
curved line tool to work. Thus I hand draw some animations that 
illustrate temperatures circling around on a temperature band map. 
Although it does take a while to build some animahons, this 
capabilitv alone allows the Amiga to compete effectively with more 
powerful graphics weather machines. While In Amiga Vision, I 
utilize the Brush Icon to pop-on and wipe-on my \veather brushes 
while we're broadcasting live on air. 

Q: 1 understand you also use the Ne\vTek Toaster in your work. 
Tim: Yes. We ha\'e version 2.0 at the station. I use the Toaster a lot 
for m\' "Good Morning America" presentations, my Marine 
Forecast video, my AM Weather slides, and soon, for my Garden 
Weather segment. I make these slides using the Toaster CG with a 
translucent background over video. When our Dubner character 
generator goes down for one reason or another, 1 type all my 
weather stats in the Toaster CG. 
Q: What are your Amiga plans in the near future? 
Tim: Tirst, to upgrade WorkBcnch to 2.1. That way we could 
purchase and run "Quarterback" so we could ser\-ice our own 
equipment better. We'll also be able to use the resizable fonts, and 
I'll be glad to leave the pre.sent blocky fonts behind. The computer 
is being used a lot by our production department to make commer- 



"I have tried to utilize the Amiga to its fullest 

extent, All work is done on an Amiga 2500, which 

has only WorkBench 1 .3, I prepare most of my 

graphics in DPaint IV and run my weather 

sequence through Amiga Vision II. I enhance my 

weather graphics in ways that force the Amiga 

to operate like the high-end systems 1 worked on 

while in Albany and New York City," 



arrived here at WVNY. 

Q: And what was different when you arrived at WVNY? 

Tim: Since I began here at Channel 22 in Burlington, 1 have made a 

great number of changes. I have initiated, organized, and directed 

two weather programs: Kid's Art and Weather Watchers. I have 

also built my own walk-on Chroma Key which allows me to give 

the illusion that I'm walking on my weather maps during my 

weather casts. I have tried to uHlize the Amiga to il.s fullest extent. 

All work is done on an Amiga 2300, which has only WorkBench 1.3. 

I prepare most of mv graphics in DPaint IV and run my u-eather 

sequence through Amiga Vision U. I enhance my weather graphics 

in ways that force the Amiga to operate like the high-end s\'stems I 

worked on \vhile in Albany and New York City. Tliat e.vporience 

allows me to come up with Ideas such as adding borders and 

shadows to my fonts. I color cycle "severe thunderstorm watch" 

boxes through the animation mode by adiusting the speed of the 

animation. 

Q: Can you tell us a bit more concerning your use of DPaint? 

Tim; Most of my DPaint animations are performed through the 



cials and the sports department is using it to design sports 

scoreboards as well. The latest DPaint is also on our list of 

upcoming purchases. 

Q: An\' final comments for our .'\niazing readers? 

Tim: The Amiga is a great graphics computer that I utilize to the 

fullest at WVNY. With all of the changes that 1 have made here, the 

ones that utilize computer graphics remain the most startling, and 1 

ha\-e the Amiga to thank for helping me in that process. 
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On The Ball 1 ,24 

revieioed in/ Hciniiiig Vnhlciikmiip 



Over the years, a number of personal information managers (PIMs) have been 
released for the Amiga. These types of programs generally provide some 
combination of appointment book, address book, to-do list, and note pad 
features. Pure Logic Softv^'are's Ou The Ball combines all of the above using a 
smart, versatile interface. In fact, I am inclined to believe its claim to be "the 
best information manager for the Amiga." 



On The Ball consists of 3 235K executable accompanied bv 
some smaJl secondarj' support files supplied on one floppy disk 
and a good 60-page instruction manual. The program should work 
on any Arnica with AmigaDOS 1.3+ and 330K free RAM. I'd 
recommend more than tlie minimum 1MB total memory if, like me, 
you want to da other things when On The Ball is active. .\ hard 
disk also makes it a lot more practical. 

While On Tlie Ball doesn't use the standard Commodore 
Installer, its custom install utiiitv does get the job done without 
much trouble. Besides copying everything (e-vcept the sample 
ARexx scripts), it adds t\vo lines to your User-Startup file so that 
On Tlie Ball executes every time you bt)ot. I was surprised to see a 
corresponding uninstall utility, but disappointed to discover that it 
doesn't remove the actual program, only the references from User- 
Startup. 

The Front End 

When vou run On The Ball, a small monthly calendar window' 
appears showing the current time and day within the current 
month. Froni here, you can click to mo\'e quickly to other days, 
months, and years. This window - tlie gateway to preferences, tags, 
and applications - is the only one of On The Bali's window.s that 
must be open at all times. 



Many of the preferences settings concern the appearance of the 
calendar \vindow (colors, size, 12/24-hour clock). This window also 
lete you set reminder and snooze times before appointments. 
Reminders and snoozes generate requesters when they come due. 
In addition, snoozes can execute an associated function - an 
AmigaDOS command. A. separate window is used to create up to 
40 functions, which may also be executed by pressing associated 
function keys. Other assorted preferences settings include a timed 
autosa\-e for your data file and the ability to change On The Ball's 
language, font, anci screenmode (Workbench or custom screen). 

Tags are fundamentally what their name implies: arbitrary 
labels that can be assigned to entries in each of On The Ball's 
applications. The tags requester makes creating and using them 
easy. This powerful feature lets you search for and organize groups 
of information (Business, Personal, etc.). Though optional, tags are 
particularly valuable when you're dealing with lots of data. 

-All of On The Ball's applications appear in a single multi- 
application window that changes its contents accordingly. An 
application may open supplemental windows too. The Add, Delete, 
Update, Search, and Print gadgets remain across applications 
howe\'er. A handy gadget panel across the bottom lets you easily 
switch among Appointments, Adressbook, To~Do List, and Note 
Fad. This design scheme nicelj' creates consistency and eliminates 
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the confusion of having the applications 
jumbled together. 

Appointments 

The Appointments application helps 
you organize your schedule (going places, 
meeting people, etc.) according to time 
periods. To make an appointment, yo\! first 
select a starting/ending time and a 
reminder time. Unlike the global prefer- 
ences reminder, this one can vary with each 
appointment, and it can have an associated 
function like the preferences snooze feature. 
Next, enter a note about the appointment. 
Then you must decide how the appoint- 
ment will repeat, The amazingly sophisti- 
cated repeat feature offers 11 modes 
ranging from No Repeat to Daily. And you 
get a choice of applying the repeat mode 
forever or a selected number of times. 
Moreover, a requester warns when 
appointments overlap. 



I am inclined to 

believe its cloinn 

to be "tine best 

information 

manager for 

the Amiga," 



Although the Appointments window 
handles individual days, it provides 
gadgets for viewing whole weeks, months, 
and years in their own windows. The 
weekly view is especially useful, as it 
displays n comprehensive overview of vour 
schedule from day to day. Magnification 
and reduction capabilities change the level 
of detail in this view. All three views can be 
dumped to any Amiga graphic printer. The 
graphical outputs (matching those in the 
windows) are really professional, doubling 
as attractive custom-made calendars. 

Adressbook 

The Adressbook serves double dutv as 
an electronic rolodex and a mailing list 
manager. Each entry contains the usual 
fields you'd expect: name, street address, 
city, state, zip code, country, company, and 
phone number. There's also a work phone 
number field with a maximum 20-item 
cycle gadget, allowing you to store other 
things such as fax numbers and email 
addresses. Adressbook entries can be sorted 
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on any fieid, and the "A..Z" rolodex buttons a dialer that calls phone numbers if you 

provide easy indexing. Entries may have hn\'e a modem and a phone on the same 

associated notes, which are created with the line, 
same editor the Note Pad uses. There's e"\'en 
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The mailing lis! capabilities amount to 
printinj> l.ibcis using Adressbook entries. If 
you want to output tt) otlier things like 
en\-elDpes or file cards, vou should check 
out Address It! from Legendary* Design 
Technologies or other similar dedicated 
programs. However, vou do get quite a hit 
of control over label design. The label 
requester lets you choose the included 
fields as u'cll as the label layout. You can 
select one of the three standard Avery label 
lavouls or create vour own cusloni ones, 



Note Pad 

The \'0te Pad is for storing miscella- 
neous bits of information that don't fit 
anvwhere else. As \vith the To-Do List, all 
entries appear in a single chronologicalh- 
sorted list. An integrated text editor, 
sporting its own ^vi^do^v and menus, 
handles the note editing- The editor has the 
basic features such as full cursor control, 
cut/copy/paste/clear, tine undelete, find/ 
replace, and the ability to load and save 



Besides o significant depth of 

features. On The Ball's greatest 

strength is Its Interface, 



To-Do List 

Some users may find the To-Do List, a 
much-simplified version of the Appoint- 
ment book, to be redundant. This applica- 
tion is supposed to organize your activities, 
but they can be combined just as well ^vilh 
your appointments. Of course if you prefer 
separating the two and don't mind the 
reduced functionafitv, then by all means 
use the To-Do List. 

Unlike appointments, To-Do List 
entries are not grouped by days. Rather, 
thev all appear in a single list whose entries 
with due dates are sorted chronologically. 
Furthermore, this application has no 
reminder or repetition features. 



notes as separate text files. But Note I'ad 
certainly doesn't ri\'al powerful stand-alone 
text editors, aithough it can be very 
convenient. 

Likes and Dislikes 

Besides a significant depth of features. 
On The Ball's greatest strength is its 
interface. As I mentioned earlier, the 
separation of the four applications keeps 
things orderly, yet their similar designs let 
you effortlessly move from one to another. 
Once you get accustomed to the interface 
and hov\' the program works, you'll hardly 
ever ha\c to dig out the manual. 

Synchrimization among windo\\-s is 
another big plus. For example, when you 
click on a dav in the calendar window, all 



the other relevant windows automatically 
switch to that dav. And various windows 
from different applications can be open 
simultaneously. Such conveniences along 
with healthy ARexx support (42 com- 
mands) clearly show thai On The Bal! was 
programmed with the Liser in mind. 

Perhaps the biggest problem with On 
The Ball concerns importing and exporting 
information. For starters, Nag is the only 
other PIM from which On The Ball can 
import data, using a separate conversion 
program. You also can't export information 
from the Appinntment book or the To-Do 
List unless you redirect printer output with 
the AmigaDOSCMD utility - an inelegant 
substitute. These two applications should 
have tlie option to send output to the 
clipboard like the Adressbook does. At least 
all the applications support printer output. 

Another thing is that the .scriill arrows 
{for moving through days, \\'eeks, nionths, 
and years) in the Appointment book work 
counter-intuitivelv, so "do^^'n" takes vou 
backward and "up" goes forward, These 
are usually the other way around (e.g. 
moving through text files). It would also be 
nice if On The Ball had an optional 
autobackup in addition to the autosave for 
its data file. Finally, the manual is a bit 
inaccurate, as it was apparently written for 
the previous version 1 .20. 

Summary 

Since high-quality management 
software is rarer than it should be for the 
Amiga, it's especially nice to see a program 
like On The Ball. This excellent i'lM can go 
a long way toward getting vou organized. 
Of course the catch with any such program 
is that you need to use your Amiga 
regularly to take maximum advantage of it, 
However, you'll find that diligently using 
On The Ball is well worth the effort. 

A demo of the previotis version 1.20 is 
available on Aminet on the Internet (/biz/ 
demo/OnTheBall_V120.1ha 206K), so you 
can try before you buy. And an upgraded 
version 1.30 is in the works. 

Hditor's Note: On The Ball 3.0 has just 
been released . Please see the New Products 
section beginning on page 9 of this issue. 
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Pure Logic Software 

789 Butterfly Road 

Quincy, CA 95971 

(602) 628-8903 
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Your Choices! 



Amazing Computing is proud to present the third annual Amazing 

Computing Readers' Choice Awards. The 1994 award winners 

were determined by ballots completed by our readers. The Ballots 

\ were published in the June and July issues of AC As in previous 

years, ballots were received from AC readers around the world 

-^ We would like to express our sincere gratitude to all the readers 

: who participated in this event and to congratulate all the winners. 






Desktop Video 




Imagine 

Impulse, Inc. 

8416 Xerxes Avenue 

North 

Brooklyn Pork, MN 55444 

(612)425-0557 

FAX (612) 425-0701 



Painting or Drawing 




Video Toaster 
NewTek 

215S.E. 8thSt. 
Topeka.KS 66603 
(913)354-1146 
(800) 843-8934 
FAX (913) 354-1584 



Innage Processing 



Text Editors 



Oxxi 




Turbo Text 
Oxxi, Inc. 

P.O. Box 90309 

Long Beoch, CA 90809- 

0309 

(310)427-1227 

FAX (310) 427-0971 



Anmation 




Deluxe Paint iV 
Electronic Arts 

1450 Fashion Island Blvd. 
Son Mateo, CA 94404 
(800) 245-4525 
(415)571-7171 
FAX (4 15) 57 1-7995 




AdPro 
Elastic Reality 

925 Stewart St. 
Madison, Wl 53713 
(608) 273-6585 
FAX (608) 271-1 988 




Deluxe Paint 
Electronic Arts 

1450 Fashion Island Blvd. 
San Mateo, CA 94404 
(800) 245-4525 
(415)571-7171 
FAX (415) 571-7995 



Readers' Choice Awards 
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DTP Accessory 



fy/xSMfTH 




Typesmlth 

Soft-Logik Publishing Corp. 

11131 S. TowneSq.Sfe. F 

St. Louis, MO 63 123 

(314)894-8608 

(800) 829-8608 sales 

FAX (314) 894-3280 



Word Processor 



Final Wriwr 




Final Writer 
Softwood, Inc. 

P.O. Box 50 178 
Pl^oeniz, AZ 85076 
(800) 247-8330 
(602)431-9151 
FAX (602) 43 1-8361 



DeskTop Publishing 




PageStream 

Soft-Logik Publishing Corp. 

11131 S. TowneSq. Ste. F 
St. Louis. MO 63123 
(314) 894-8608 
(800) 829-8608 sales 
FAX (314) 894-3280 



Presentation Program 



CAD (tie) 
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Scala 
ScalQ, Inc. 

2323 Horse Pen Rd. 
Ste. 202 

Herndon.VA 22071 
(703)713-0900 
FAX (703) 713-1960 



Oxxih 



inc. 



Draw 2000 
Oxxi, Inc. 

P.O. Box 90309 

Long Beach, CA 90809- 

0309 

(310)427-1227 

FAX (3 10} 427-0971 



DynaCADD 



DynoCADD 
Diiek International 

2800 John St,, Unit 15 
Markham, Ontario, 
Canada L3R 0E2 
(416)479-1990 
FAX (416) 479-1862 



Auttioring System 



iVIusic 



Education 




AmigaVision 

Commodore Business 

Machines 

1200 Wilson Drive 

Westchester, PA 19380 

(215)431-9100 

FAX (215) 431-9465 



ELECTRONIC ARTS' 



Deluxe Music 
Electronic Arts 

1450 Fashion Island Bivd, 
Son IVlateo, CA 94404 
(800) 245-4525 
(415)571-7171 
FAX (415) 571-7995 




Distant Suns 
Virtual Reality Labs 

2341 Gonador Court 
San Luis Obispo, C A 93401 
(805) 545-8515 
(800) 829-VRLi 
FAX (805) 781-2259 
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Language/Programming Business Pacltage 
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Directory Opus 
INOVAtronics, Inc. 

8499 Greenville Ave. 

209B 

Dallas, TX 75231 

(214)340-4991 

FAX (214) 340-8514 
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Telecommunications 



SAS/C 

SAS Institute Inc. 

SAS Campus Drive 
Cory, NC 27513 
(919)677-8000 
FAX (919) 677-8123 



Favorite Game 



inc. 



SuperBase Pro 
Oxxi, Inc. 

P.O. Box 90309 

Long Beach, CA 90809- 

0309 

(310)427-1227 

FAX (310) 427-0971 



BEST! CDTV/CD32 
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Lemmings ■ 


Microcosm 


Term ■ 


Psygnosis Limited H 


Psygnosis Limited 


Venn Software Ltd. H 


675 Massachusetts Ave. H 


675 Massac hi usetts Ave 


328-1027 Davie Street ■ 


Cambridge. MA 02139 H 


Cambridge. MA 02 139 


Vancouver, B.C. , H 


(617)497-5457 ■ 


(617)497-5457 


Canada V6E 4L2 H 


(617)497-7794 ■ 


(617)497-7794 


FAX (604) 682-8578 ■ 


FAX (617) 497-6759 | 


FAX (617) 497-6759 
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Herd Drive Controllers 


Emuotor 


CD-ROM 
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Series II 

Great Valley Products 

600 Clork Avenue 

King of Prussia, PA 19406 

(610)337-8770 

(610) 354-9495 Tech 

FAX (610) 337-9922 
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Emplant 

Ulilltles Unlimited 

1641 McCulloch Blvd. Ste 

'25-124 

Lake HovasCity, AZ 86403 

(602) 680-9004 

FAX (602) 680-9006 



NEC Tectinologies, Inc. 
Professional Systems 
Division 

1 255 Michael Drive 
Wood Dale, IL 601 91 
(800) 562-5200 
FAX (708) 860-5812 
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Accessories. 




DCTV 

Digital Creations 

P.O. Box 97 

Folsom. CA 95763-0097 

(916)344-4825 

FAX (916) 635-0475 



Best Best Best 
Tectinical Support Manufacturer/Service Game Manufacturer 


SoftWooc 

Softwood, Inc. 

P.O. Box 50178 
Phoeniz, AZ 85076 
(800) 247-8330 
(602)431-9151 
FAX (602) 431-8361 


Great Valley Products 

600 Clark Avenue 

King of Prussia, PA 19406 

(610)337-8770 

(610) 354-9495 Tec li 

FAX (610) 337-9922 
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Psygnosls Limited 

675 Massachusetts Ave, 
Cambridge, MA 02139 
(617)497-6457 
(617)497-7794 
FAX (617)497-6759 


Video Hardware 





Video Switcher 




Video Toaster 
NewTek 

215 S.E. 8th St. 
Topeko.KS 66603 
(913)354-1146 
(800) 843-8934 
FAX (913) 354-1584 



Graphics Card 




OpalVision 

Centaur Software, Inc. 

2645 Maricopa St. 
Torrence, CA 90503 
(310)542-2292 
FAX (310) 542-9998 



Sanners/Dlgitizers 




2 AWARDS 

Laser Printer & 
Dot Matrix/Ink Jet 



iWh'Sl HEWLETT 
mL'HM PACKARD 



2 AWARDS 

l\/lemory Expansion 
& Accelerators 
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DCTV 

Digital Creations 

P.O. Box 97 

Folsom, C A 95763-0097 
(916) 344-4825 
FAX (916) 635-0475 



Hewlett-Packard Com- 
pany 

16399W. Bernardo Drive 
San Diego, CA 92127-1899 
(619) 592-4676 



Great Valley Products 

600 Clark Avenue 

King of Prussia, PA 19406 

(610)337-8770 

(610) 354-9495 Tech 

FAX (610) 337-9922 
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TrapFax 

reviewed by Mark Rickivi 

TrapDoor Development's TropFox provides fox 
transmission, scheduling and phone book facilities. 



As information increasingly becomes our most valuable commodity, we 
inevitably seek means to automate the transfer and storage of important 
data. While postal services and specialized couriers fulfill a large proportion 
of this demand, there are instances when it is critical for documents to be 
transmitted almost instantly. For those involved in consulting, product 
promotion or publishing, there are moments when something positively, 
absolutely has to be there — now. Available in North America through 
Expert Services, TrapFax from Austria's TrapDoor Development offers a 
viable solution to this dilemma. 



As its name suggests, TrapFax (S129.95) is an integrated fax 
management utility which provides fax transmission, scheduling 
and phone hook facilities. Requiring revision 2.04 of the operating 
system, a hard drive and a minimum of 512k of available memorv, 
TrapFax offers support for any Class 2 CCITT TR29.2 modem with 
fax transfer capabilities. The package consists of a single program 
disk and a nicely docimncntcd, spiral hound manual. 1 took Ihe 
opportunity to test the program on an A30[10 system eqiiipped with 
8MB of RAM, a Picasso 11 graphics adaptor and revision 3. 1 of the 
operating system. 

Installation and Setup 

Transferring Trapl'ax from the installation disk to an internal 
hard dri\'e is accomplished hv means of Commodore's standard 
Install utility. By simply double-clicking on the TrapFax-Install icon 
you are able to specify the destination drawer and whether or not 
to include the sample files and Multiview fax data type. Once this 
process is complete you are ready to venture into the world of 
automated fax transmission and management. 

Adopting an implementation strategy similar to its predeces- 
sors on other platforms, TrapFax transparently integrates itself with 
the rest of the system. Activating TFaxAnswor monitors all 
incoming calls and stores any received faxes in a user-specified 
location. On the transmission side, virhially any program which has 
pro\'isions for printed output instantly becomes capable of 
transmitting a fax. The program accomplishes this hv intercepting 
and redirecting all printed information from the standard OLitput 
device to the TrapFax driver. If for example, you would like to send 
a press release or product announcement which voii have gener- 
ated within Final Writer or Pagcstream, you would simply activate 
the TrapFax driver and then invoke the printing option within 
either of these applications. Toggling bet^vcen the standard printer 
output and fax modes is simply a matter of double-clicking on the 
TFaxPrinter utility. 



Fax Management 

Once you have chosen to print a document from within your 
current application, TrapFax allows you to direct the reSLilting fax 
to an appropriate phone number by means of its queuing module. 
The TFaxQucue utility provides options for specifying fax 
recipients and their corresponding numbers, cither individually or 
by means of a phone book. This approach v^'ill prove to be 
especially helpful to those users that frequently send faxes to a set 
of clients or contacts. In addition, the TrapFax queue manager 
allows you to specify the time at which to send a fax and the 
duration to be used to compensate for busy signals or downtime at 
the receiving end. Once the specified time limit has expired, you 
mav optionallv select to re-send the fax the following day at the 
same time. All fax transmission attempts are conveniently logged in 
a data file, with records indicating the sequence, times, remote fax 
identification numbers ai\d other pertinent information. 

The program also makes it possible to add, delete, \'iew a fax 
or edit the scheduling or phone book information as desired. ARexx 
users will especially appreciate the program's ability to automate 
rcpetiti\'e tasks and to customize the program for unattended fax 
transmission and reception. In fact, because TrapFax offers a 
modular design, it is quite conceivable that yoL[ could use it as the 
basis of a cost-effective 'fax-back' system for on-demand informa- 
tion transfer. When you take into account the program's support for 
both networked environments and TrapDoor's self-titled Fidonet 
mailer package, you quickly begin to appreciate its power and 
sophistication. 

Accessories 

Apart from the centra! TFaxQueuc utility, TrapFax offers a 
be\'v of programs for making fax management an even more 
intuitive prtxess. Perhaps the most important of these is the 
TFaxView application. This module allows you to load outgoing or 
incoming faxes saved in the FAXX IFF format, and to either print a 
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TrapFax (Si 29.95) is an 
integrated lax 
management utility 
whicti provides fox 
transmission, scheduling 
and phione bool< 
facilities. 



hard copy of the fax or to export it ,is .in IIJ3M bitmap fcir use in 
other programs. A particularly handy element of this program is 
tlie selection feature, ivhich allows you to clip select regions of the 
fax and copy the area to the clipboard or to a file. Among tho other 
useful utilities bundled with Trapf'a\, the autlicirs have thought- 
fully added a TFaxJoin application, which allows vou to append fav 
pages to one another. 

Just the Fax 

.As a new entry into the realm of Amiga productivity pack- 
ages, TrapFax offers the \'ersatility and elegance of well-seasoned 
veterans. The user interface, ARex.s support and execution are all 
first rate and position the program as a stand out in its class. Even 
those relatively unfamiliar with fax transfer technology will find 
the program to be easy to use, yet capable of supporting even the 
most demanding environments. And provided that you have 
carefully configured your page dimciision.s and transfer settings, 
you will find that transmissions are flawless. 

This is not to say that TrapFax has reached the apex of its 
development howes'er. By far the most glaring omission in the 
current release is the lack of support for Class 1 fax modems. While 
the industry has gravitated somewhat towards (he Class 2 
standard, those users with popular modems SLich as the US 
Robotics Sportster series will be disappointed that TrapFax will not 
be of any help to them. Fortunateh', the authors have indicated that 
they are working on support for the Class 1 standard, and this may 
be incorporated into the program by the tinxe vou read this. 

Another minor area in which TrapFax could stand for 
improvement is in handling outgoing calls. At the present time, the 
program dials out as a background process. While this is a 
convenient and efficient approach, it is quite difficult to cancel a call 
once it is in progress, in future editions, I'd like to see an option 
available for cancelling or retrying a call as desired. As vou can 



imagine, if you type in an incorrect number and step out for a 
moment, you could come hack and discover that \'Ou have a rather 
irate person on the other end of the line. A related concern is the 
current duration system which is used to determine the time in 
which repeated attempts (vill be made to gain a connection. I'd 
prefer to see this option specified as an absolute numbei- whicli 
would indicate the number of attempts rather than the total calling 
time. 

Finally, TrapFax would become a virtually unbeatable 
program if it made provisions for a few extra features. Automati- 
cally appending predefined cover sheets to outgoing fax transmis- 
sions would be a welcome addition, as would (he ability to "drag 
and drop" ASCII and IFF files for automatic detection and transfer. 
Those concerns aside, the authors of TrapFax should be heartih- 
comtncnded for their efforts. This program fills a major void in the 
area of Amiga productivity software and further attests to the fact 
that the platform is equally suited lo the demands of business and 
information management. 

But please excuse me, 1 see that 1 have an incoming fax... 



Expert Services 

7559 Moll Road 

Florence, KY 41042-1401 

(606)371-9690 

FAX (606) 282-5942 

Inquiry #226 



Please Wfife to: 

Mark Rickan 

c/o Amazing Computing 

P.O. 80x2140 
Fall River, MA 02722-2140 
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Two from Spectronics: 
Adorage and ClariSSA 

Paradox in the making 

bi/ R. Sluiniius Morticr 



Spcctrnnics is one of tlie newer plaj'ers on tht.' Amig.i scene, nl 
Ita.sl in tlie States, but it comes in with a wealtln of products. Tliey 
mnrket Amigalink (a novel Joyport networking solution), 
Renderlink (for LightVVavL> render fnrm applications), DirWork (a 
user configurable directory utility), Adorage (a video FX generator), 
ClariSSA (an animation specd-iip s\-stem for the Amiga), PhotivorX 
(a rhoto-CD utility), RcproStudio (an intended "PhotoShop" for the 
Amiga), the Merlin graphics hoard, and more, hi this article we will 
take a detailed look at two of their wares: Adorage and ClariSSA. 

Adorage 

Adorage is the simpler of the two wares. It creates "■■NDO's", 
which are the animated screen wipes and fades usually associated 
with high-end studio equipment and/or the NewTek Video Toaster 
system. The trick is, Adorage does this entirely in software. The 
results of Adorage ADO's are designed to be targeted to videotape, 
and a genlock is suggested as a part of the Adorage animated 
process. Adorage is part of the overall "SSA" (Super Smooth 
Animation) system, a new animation format that promises to play 
back animations at 60 frames per second on most all Amigas. Up to 
now, the ANIM formats that users are accustomed to placing their 
graphics in was not capable of these kinds of spced.s except with 
very specific and expensive hardware (accelerators, etc.). ! tested 
this software on a 68030 Amiga 2000, which although it is acceler- 
ated was never able to play animations (especiallv 16 color hi-res 
ones that had a lot going on) close to the 611 fps rate. One advantage 



of the Adorage SSA system is thai no calls arc made to CHIP RAM 
(as different from animation playback within Brilliance or DPainf), 
so that CHIP RAM is no longer a limitation to playback speed. 
HAM animations, sadly, are not a part of Adorage's SSA diet at this 
time (severe fringing effects occur). All of the controls in Adorage 
are graphically represented. There are no verbal pnll-down menus 
to access. That ivould be OK if the interface were easy to under- 
stand, which it isn't, 

The pi'oblem here is that the process, as far a.", a high level 
view of it, is much more simple than the over-complicated interface 
would have vou believe. You are looking to import a graphic, apply 
an effect to il, and save it out (cither as an II'F animation or in the 
new SSy\ foi'mat). There should he one Preferences screen that sits 
behind the action screen, and it should be available with all 
attendant Parameter info at all times. You shouldn't have to access 
Preferences for Adorage bv the convoluted process il now employs. 
As a long time user of effects processing software, 1 would 
recommend that the developers study Gary Bonham's program 
Lights, Camera, Action. Though "Lights, Camera, Action!" is also 
complex, its arrangement of tools and techniques quickly becomes 
intuitive with just a little use, unlike Adorage. 

The SSA animation format is a new attempt to overhaul the 
IFF animation standard. Just like the attempt to revise the standard 
television screen ratio from its present dimensions to HDTV sizes, 
the problem rests in the penetration of the older standard and that 
people get used to things as thev are. The adv'antagcs of the new 
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Figure 1. The complexifies of 
the Adorage Interface. 
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Figure 2. The straight- 
ahead (oois of ClariSSA. 



SSA stnndard nre muclT faster nnimation playbnclc, especiiiliy wlien 
eacli IranK' I'cprcsents A large cli.mge t>f data friitii previous ones, 
and llio (net that SSA file sizes arc smaller. Obviously, 256 color 
aiiimatioiiB or EHB ant-s require more processing, so slower 
playback results from Iiigher, denser resolutions. 

Adorage Conclusions 

Too many times, softivare documentation from non-Fnglisli 
speaking countries (when translated by o person in that country 
who considers tliem.soK'es as having a command of the English 
language) reads like a stiff lecture, and seldom is it authored to get 
the point across in ways that are needed by the English/ American 
videographic audience. The .Adorage manual should be rewritten in 
a manner that will foster learning and creativity, and it should be 
written in plain Fnglish, This niaiuial is severely d\'sfunctional. Voii 
can get to some interesting places in the software by e.xporimenta- 
tion, but the doc; don't help. The manual lacks any attempt at a 
serious tutorial walk through, and instead reads like a technical 
bulletin from some removed political office of information. Tliat's 
all well and good if the inlorface is intuitive, but it is not. 

How should the docs and the software interface be rede- 
signed? In my opinion the documentation should teach you the 
basics in a clear unobtrusive manner: how to load an animation or 
image, what you can do to it once it's loaded and how to do it, and 
how to save it out. .Additionally, you should get a clear impression 
on what your preference choices are. All of this should be enhanced 
in the documentation with simple graphically enhanced wnik- 
ihroughs. The interface needs to be re\'amped from the start, and 
common traditional terms should replace the arcane terms used at 
present. The effects icons are fairlv well done, but the quantity of 
the hierarchal and confusingly distributed buttons is enough to 
keep you at arms length from creative efforts von might otherwise 
pursue. Software with a great interface needs less documentation. 
Tliis software needs much more documentation (and docs of a 
clearer more precise quality) than it presently has. 

Adorago needs to give the user more tutorial animation 
samples. It offers one sample animation which is poorly designed, 
though it does display some interesting effects. By the way, just 



how do you tell this software to display animations in NTSC? I'm 
sure there's a way, but it remains unclear and hidden. The actual 
effects and wipes are nicely conceived, but you've got to do too 
much work to apply them. To be adored, Adorage needs majoi- 
reworking in the shop. It might be OK to play with at this point, hut 
1 can't recommend it for any serious video work. 

ClariSSA 

it looks to me as if this manual was rewritten for the U.S. 
audience. It certainly is clearer and more friendh' than the Adorage 
docs, and becavise of this, ClariSSA's techniques for creating results 
are fostered and erdianced. ClariSSA is the main engine of much of 
the ProDAD product line, as it generates the central animation 
format files other ProDAD products use: SSA's {Super Speed 
.Animations). 

Wh)' are SSA's interesting, and perhaps even somewhat vital, 
to the Amiga creative user? Simple. If you arc recording animations 
directly from your computer through a suitable interface or with 
the aid of a genlock, you will want them to play bacfc at speeds 
approaching the accepted professional oO per second rate (or hi) 
"fields" per second) as closely as possible. Users with more 
expensive single-frame recording equipment need not worry, 
because the\' alu'avs get the 30 fps rate. Users without single- 
framing capacity may put their animations together as glued 
sequences, also called "assemble editing". For users who work with 
this method, ClariSSA becomes an important add-on. There are 
generally two "fields" in one "frame" of video. Tlicy are sewn 
together by what is called the "interlace method". Held rendering 
produces faster and higher-end animations than frame rendering, 
and the SSA technique relies upon field rendering jusl as high-end 
animation systems do. That's why SSA animations look so much 
faster and smoother. 

ClariSSA is an animation accelerator in software, applying a 
new animation file alg<irithm to image data. This new file format 
(SSA) is faster and more compressable (smaller file sizes) than its 
ANIM file counterpart. ClariSSA takes in ANIM5 files or .single 
frame sequences and transforms them into SSA files. These files can 
be played back with a stand-alone SS.A player, or right from 
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Figure 3. The first of two ctiallenges 
for ClariSSA, Full overscanned frames 
of filled perspectives that move 
extensively from frame to frame. 
ANIM5 rate: about 6 frames per 
second. CiariSSA rate: 30 frames a 
second on an Amiga 3000 Tower. 





iiiieiil 


iiiiliil 


^^^^b! H^^H BJy^M ^^^M I^^^B K'l^l p^jj ^^j 



/:> 



ClariSSA itself. SSA does not demand palette matching either, so 
two disparate animations can be combined into one f^nst playing 
result. ClariSSA is also ARexx compatible, opening it up as an 
accessory to other art and animation software. Other functions used 
by ClariSSA are called DIX3 and DMO, and stand for "Dynamic 
Disk Operation" and "Dynamic Memory Operation" respectively. 
What each of these processes results in is virtual memory so that a 
system uses its storage capacity for animations more effectively, 
and the quick purging of unneeded memory. What this means to a 
user is less RAM to play back large animations, and less space 
needed to store them. ClariSSA is also designed to be kinder to 
CHIP RAM needs. 

A Walk Through 

The first thing lo do is to load an ANIM5 animation that you 
have already completed. The process follows the standard methods. 
When loaded, all of the pertinent file data that the animation 
contains is displayed. You are then asked to load the animation into 
"Master", Source A, B, C, or D". "Master" holds the final SSA 
animation data, Sources A to D are the targets for ANIM5 imports. 
You can guess that separate ANIM5 files (up to 4) can be combined 
into one SSA animation. A slider appears above the Source 
Requester you dump your animation into that allows you to step 
through the animation for preview frame by frame. To re-record the 
ANIM5 to an SSA format, you simply hit a record button and wait a 
few seconds while the frames are processed. As an example of file 
compression comparisons, my "dolphin animation" whose frames 
are shown in Figure 3 (notice the extensive frame to frame 
differences) weighed in at 3,128,058 bytes as an ANFM5 file, 
compared to a lessor 2,097,288 bytes as an SSA file. And let me tell 
you, where the playback speed of the AN1M5 sequence was about 2 
frames a second, 1 clocked the SSA animation at about 25 frames a 
second! 

There is a special requester. Playback Modes, that allows you 
to tweak various settings for animation playback. Selecting 
"Looping" plays the animation over and over from the start. 
"Mouse Start" allows you to delay the playback until the Left- 
Mouse is clicked. A special "Slow" setting, believe it or not, can 



actually help in the playback, because somehmes the animation 
plavs back so fast that vou may want to slol^• it do^vn. 1 would 
prefer a variable slider here to a simple toggle, though 1 realize that 
to slow the animation down too much is not good as you will then 
see the "half frames" (fields).. DFP Mode toggled on will increase 
the speed of playback (which you will seldom want to do!). FFStop 
makes the pause frame interlaced, and 

By the way, just in case you think that the translation from IFF 
ANlMs to SSAs might be time consuming, let me assure you it is 
anything but. The translation lakes place at about three to five 
frames a second by mv estimation. Tliere is also a special pop-up 
requester that allows you to translate any loaded animation 
according to new quantity of colors or new resolution formats. It'll 
do anything your machine supports, aside from 24-bit (this includes 
HAM and SupcrHiRes). There is a separate module that translates 
any DCTV animahon into a 256 color version for AGA users (what 
a great idea, especially when you play the 256 color animation back 
at SSA speeds,., and store it that way!). ClariSSA offers three 
selectable compression ratios. The first gives equal priority to both 
file size and the playback speed. A second sacrifices a bit of file size 
for faster speed (which I doubt that you'll ever need), while the 
third does the opposite. The third is used when animations look 
jumpy in arts, as when you have a too horizontally linear unitary 
background. A separate monitor centering funchon is also 
included. 

Do you own the V-Lab video digitizer? If so, you may have yet 
another reason to purchase ClariSSA. The program allows you to 
automatically grab video frames as the V-Lab processes them, 
building an automatic animation file. It can also incorporate already 
processed V-Lab sequenced animation files. I have a V-Lab external 
unit and tested this out to my ultimate satisfaction. 

Color Effects 

There is a requester that deals with applying special color 
effects to SSA animations. With it you can add color cycling in 
chosen ranges, color "fla.shing", add variable color fades, re-mix the 
palette, add "color chaos", strobe the animation, and more. This is 
usually what you buy high-end hardware to do, and ClariSSA is 
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Figure 4, Challenge number 
two. A 16 color Hi- Res 
overscanned fly through of 
a collection of objects 
(rendered in Aladdrn-4D). 
Lots of screen changes. 
ANIM5 rate: 4 frames a 
second. ClariSSA rate: 30 
frames a second. I also 
tested mossive DCTV 
animation files and got the 
Sonne welcome results 
each lime, with the 
exceptions ond cautions 
mentioned In the article. 



able to do it quickly in software. Obviously, you don't want to do 
this to a DCTV file, because the data lines that are hidden on the 
top and to the left of the displayed frames will be adversely 
effected. Normal Amiga regi.ster resolutions (not HAMs) will all 
display just fine. 

Single Franne Sources 

ClariSSA «'ill allow \'ou to add single frames in a special 
process. It can then translate these into the S5A format. 

DCTV animators arc going to love this software. No more will 
you have (o work in DCTV 3 bitplane mode (8 colors to the Amiga), 
but you can now plan to work in full 4 bitplane mode, leading to 
richer colors and more apparent resolution. There is one main 
drawback, be careful not to have large areas of non-mo\'ing images 
in the animations. That's because field rendering produces a 
shimmer in static imagery, especially when the image contains a lot 
of horizontal lines (like the mortar in a brick wall). Now listen 
carefulh' for the storage facts concerning DCTV animations. I 
loaded three separate DCTV animations: 2,097,420, plus 2,642,yi6 
plus 2,472, 736 bytes. I combined all of them into one SSA anima- 
tion that ran at a real 30fps speed. The total size of the SSA 
animation was a mere 4,284,231 bytes! That's a storage savings of 
almo.Ht 50'K), and that represents a lot of disk space available for 
other stuff! Now again, you won't want all your animations to be 
SSA's, especially those that ha\-e static backgrounds that can flicker. 
But what about those huge flybys, where the camera is making 
everything in every frame change, and the background is either a 
single color or it (oo is moving? You should be able to get two 
much needed assets in that case — a tremendous savings of space 
and a tremendous upgrade in speed. At the moment, ClariSSA 
doesn't allovv for ping-ponging an animation, and plaving it in 
reverse is also not implemented. Otherwise, though, this simple 
little disk of software can save you thousands of dollars when your 
client wants a speedy result and you can't afford single-framing 
technology. .^ 



And now for the chocolate pudding. ClariSSA couldn't care 
less about the resolution or the palette that your animations are in 
when it combines them into one seamless SSA whole. That's right. 
And get this, I combined a regular 16 color high-res animation and 
a DCTV 8 color animation. Result. One contintious animation that 
played back at 30fps without any distinguishing boundaries 
bettveen these two very different formats. Do not attempt this in 
other animation editors, as the results will be chaos. This software 
will probably get my vote as the most important all-around 
animation utility to hit the market in 1994. 

Conclusion of conclusions 

1 am only one person witli one opinion, and 1 woLild hate to 
think that what 1 alone tell vou might cause you to cither purchase 
or avoid purchasing any product I look at. That being said, 
however, I must say that I regard Adorage as a failure and ClariSSA 
as a tremendous success. Perhaps the next version of Adorage will 
bring it elo.ser to the level of its beautiful sister ClariSSA. How can 
one company cover both ends of the quality spectrum? 1 don't 
know, but given the fact that even developers are human and 
subjecl to the .same conditions that \ve nil face, I guess it's no great 
surprise. Adorage, no. ClariSSA, YEiS! 

•AC* 
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Macintosh® Emulation Module 

le Macintosh emulation module is a 'generic' Macintosh with the speed of the emulation depending on the processor your Amiga is using. An A3000 is equiva- 
It to a MAC llci. An A4000 is equivalent to a Quadra 900. Support for up to 1 6 colors is provided for non-AGA machines, A4000 owners can use a full 256 col- 
3! Up to 24 bit (16 miltion+) colors is supported using 3rd party video boards such as: Picasso II. EGS-Spectrum, Vivid-24, Rainbow II, Rainbow lil. Vision,' 
[int, H/lerlin, Retina, Retina Z3, Piccolo, EGS1 10/24, and OpalVislon! Built in multiple file transfer allows for quick, easy transfers between the Amiga and MAC 
lulation. 

ESSeDX'"* Emulation Module ^^^mmS^mM^^m^ 

5 are now in the final testing stage! We have added the next generation CPU instruction set! The E586DX emulation module offers a high speed 586DX (FPU, 
^U, and new instruction set) emulation with complete low-level architecture support, giving you the ability to run DOS, OS/2, NT, Windows 3.x, and ever 
licagol Support for MDA, CGA, EGA, VGA, SVGA video modes, sound, joysticks, floppy drives, hard drives, extended memory, and more! 



Utilities Unlimited International. Inc. 

790 N. Lake Havasu Avenue #16 

Lake Havasu City, AZ 86403 U.S.A. 

(602) 680-9004 24hr order line 

(602) 453-6407 24hr Fax line 

(602) 680-9234 Technical support dept. 

(602) 453-9767 24hr BBS (2400-1 4.4K) 

(602)453-3909 24hr BBS (14.4K-28.8K) ' 



Four different versions of EMPLANT 
are available, ranging in price from 
$279.95 to $399.95 

All emulation modules require an Amiga 
with Zorro II slots, and a 68020 (or 
later) CPU. 

DEALER INQUIRES WELCOME! 

Circle 114 on Reader Service card. 




Pixel3D-Pro Version 2 



Reviewed by R. Shaiiims Mortier 



Over the years since its inception, Scott Thede (Axiom's CEO) 
has always wanted this software to do more, and to be very 
distinguishable from its competition, it's not only what the file 
format looks like when it is exported as different from its imported 
character, but what happens in between that makes this software 
unique. That's where this package differs from any other, so that at 
this point it has no compehtion at all. 

Pixel-3D Pro 2.0 can import (read) nineteen different 3D object 
file types: 3D Pro, 3D Studio ASCII and Binary, AutoCAD DXF, IFF 
Bitmaps, Caligari, Draw 4D and Pro, Imagine, LightWave Objects 
and Scenes, PostScript ASCII and EPS, Scenery Animator DEMs, 
Sculpt 3D and 4D, Turbo Silver, VideoScape ASCII and Binary, 
VistaPro DEMs, and Wavefront. Absent is the long included 
support for PageRender-3D, a long-dead Amiga package. 

It can output to (write) fifteen different formats: LightWave 
Object and Scene, Imagine, Turbo Silver, Sculpt 3D/4D, Caligari, 
Draw 4D/Pro, Aladdin (with the VideoScape ASCII option), 3D 
Pro, DXF AutoCAD, 3D Studio, Wavefront, VideoScape ASCII and 
Binary, and Digital Arts. My tests included importing from DXF, 
IFF Bitmaps, Caligari, Draw 4D Pro, LightWave, PostScript, Scenery 
Animator, Imagine and VideoScape. The Real-3D format is 
supported through the DXF file alternative. 

This software can accomplish a lot more than mere file 
conversion. It has lightrung fast drawing/ rendering routines, most 
of them much faster as far as previewing 3D objects than any 
Amiga 3D rendering software. Pixel3D-Pro 2 allows you to render 



your objects in your choice of the following: Wireframe, "Hidden" 
(Wireframe with hidden lines). Flat (filled shaded polys), and 
ZBuffer 1 & 2 ("1" is a bit less accurate than "2"). You can toggle an 
objects color on or off (except for ZBuffer options). How much 
actual color you see on your display depends on the type of Amiga 
you have. If you have an AGA machine (A4000 or A1200), objects 
are rendered in 256 colors or shades of gray. 

Editing 3D Objects 

You can also "double" the polygons contained in an object, 
while "points" shows all editable vertices. "Grid" toggles a 
wireframe only grid display (like the ground grid in LightWave, 
Caligari, and Aladdin 4D). Most rendering/ animal ion packages 
offer loads of editing tools so that objects can be altered almost 
infinitely. Pixel-3D Pro 2.0 gives you a selection of its own basic 
editing tools, so that you may choose to alter some aspects of the 
object before you export it. 

Basic editing consists of either deleting or moving selected 
points on the object. Moves are accomplished by selecting points 
and dragging them via the mouse in the desired direction, with 
either a single or a group of points selected. Selecting points for 
editing can be done by either individual point-click methods or by 
using a "lasso" to encircle any number. I was able to easily 
transform a good number of 3D objects in this fashion, saving them 
out as new objects. 




Figure 1. Pixel-3D 
2.0's Text 
capabilities show 
in ttiis gtaphic. L 
to R, T to B: 
ZBuffer2, Flot, 
Hidden, and 
Wireframe 
renders, 
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Figure 2. The Surfaces 
Requester is a 
suggested first step 
when coloring in 3D 
object elements. 
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The "Modify" Sub-menus: 

Smoothing 

"Sraootiiing" mntiL'S the edges of your' 3D cbjecls less jagged, 
wliich is ospocially desirable wlion you import and expect to 
extrude tiit-mnpped fonts. Expect to spend a fair nmoiint of lime 
exploring vvlint the besi parameters are for each separate Bitmap 
that you want to smooth out using the Dctail/Segment/and 
Horizontal-Vertical lilimination numerical input option. There arc 
two additional spline fitting operations: coverage and vertice 
spacing. If voii want to smooth out a lot of Bitmaps using those 
tools, 1 suggest vou get re.idv for some long sessions, I recommend 
staving with the default settings until you get the hang of what 
you're doing. The setting that I found most useful for a typical 
jaggie bitmap font (a serif typeface at a thirty point size) was to set 
Detail Elimination at M"«, Segment Elimination at 25".., and Horiz/ 
Verf lilimination at 20'!;.. 1 kept the Spline I'itling off in most cases. 
All bitmaps differ, so you'll have to tweak these settings for your 
specific project. 



Extrude 

Extrude operations ask one major question: how deep do you 
want the extrusion to be. Most any input will produce a 3D result 
(tiiough the system balked when I attempted the number 
'•)'-)4,yy9,9<.W,'-)')9). Standard numbers lie between 1 and 10,000, with 
about 100 being the most common. You can choose to extrude the 
single selected object or all on-screen objects at once ( a useful 
feature for multiple lines of text). Extrusion is used for 2D Bitmaps 
or Bitmap fonts as it gives depth to flat graphics, and animations of 
a virtual 3D world make fiat objects look out of place. It took me 
about thirty seconds to create a simple 16 color graphic in Dl'aint, 
import it into !'ixel3D-!'ro 2 and de\'elop an extruded 3D object 
from it. Pixcl3D-Pro 2 extrudes objects much faster than any of the 
3D packages that I might choose to use to aec<miplish the same 
thing. 
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Figure 3. In llie Object 
Requester, we can see 
how easy it is to develop 
fiiearchal trees that 
place all objects in 
relalionshlp. 
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Figure 4. It's easy to select the 
object file format you want to 
save to. 



Bevel 

This is an operation meant for 3D fonts and logos that gives 
them a fkushed professional beveled edge look. Unique to PixeDD- 
Pro 2 is the ability to apply "router bit" edges, constructed from 
your own saved-out graphic "router bits" (saved -out brushes of 
your own making). Very fancy edges can be created with a little 
experimentation. 

3D Polygon Painting ?! 

This is one of the ne^vest buzz items to hit the computer 
graphics workplace, offered by such high end packages as Caligari 
Corporation's TrueSpace for Windows. After selecting polygons for 
painting, you turn them to whatever color is desirable. If the color 
you want isn't already in the object, you can add any number of 
colors by bringing up the Surfaces requester and adding them 
there. Pixel-3D Pro 2.0's actual 3D painting process is addressed bv 
a 3D Painting Requester. The same requester allows v«u to see 
which colored polys are "smoothed" and the quantity of tbeir 
appearance in the targeted object. 3D Polygim painting works best 
on large flat surfaces (like the front of letters), and is a little harder 
to manage on perspective curved sides. 

Text 

Most users will u'ant to use this software to manipulate and 
extrude text strings and bitmap logos. First design your logos in a 
high-end vector drawing package like Soft Logik's Art Expression, 
or import it from a previously scanned image. Pixel-3D Pro 2.0's 
Text Requester is divided into two sections, one ftir PostScript fonts 
and the other for standard .'\miga bitmap fonts. Bitmapped fonts 
require a selected size as well. I always choose the largest Bitmap 
size to minimize jaggie.s, since the curved sections will have more 
points to work with. PostScript fonts alwavs produce lietter 3D 
images, and should be used whenever possible. I had great success 
with both Toaster fonts and ones that I fotind on the Micro R&D 
CD-ROM collection. With this option, you arc no longer limited to a 
small selection of 3D font strings for vour animations. 

You'll have to reconfigure Adobe Illustrator PostScript 
imports. One solution is to import Adobe files into Soft Logik's Art 
Expression, then save them out as standard PostScript files. From 
there, Pixel-3D Pro 2.0 can import them. If vou colorize tKem in Art 
E.vpression, Pixel-3D Pro 2.0 will also bring in the color (which will 



show on-screen on ACA niachines). I also found that Pixel-3D 
Pro 2.0 doesn't like importing I'ostScript over the network from a 
CD-RO,M. Tlie files should be copied to RAM on the machine 
you're working on first. 

3D Object Data Adjustment 

In addition to viewing all relevant data concerning the 
selected object, you can interactively modifv it. Redundant 
vertices can be deleted, and a "Polygon Reduction" tool deletes 
polygons that are co-planar (on the same plane), which is best 
when saving objects to LightWave (though not suggested if the 
target format is Imagine). You can also alter the maximutin 
number of sides that a polygon has (some rendering packages 
don't care how many sides a to-be-rendered polygon contains, 
while others demand triangles). "Divide Polygons" divides all 
polys into triangles, a necessity when exacting rendering is to 
occur in most renderers. You can also set this operation to 
liowever titany sides you desire for the polys. Many renderers 
expect the polys to be ordered in a clockvvise fashion, otherwise 
incomplete rendering may occur (I've always found tliis to be 
especially true for VideoScape objects that are ported to other 
formats). "1-lip Polys" will make a valiant attempt to perform this 
operation for you. Sometimes it's best to "Double" the polys first, 
another process that PixeI-3D Pro 2.0 can accomplish, ".'\pply 
Siu'face" allows you to globally change any or all of the objects 
surfaces as to color or smoothing attributes, and is a great help 
when you decide to apply alternate surfaces to an object in 
Lightwave. 

My Personal 3.0 Desires 

1 would like to have the abilitv to move requesters around, 
to drag them to parts of the screen that don't obstruct mv view of 
the object, PiNel-3D Pro 2.0 assumes that vour Bitmapped fonts 
are in a drawer called "Fonts", and you c.mnot change the path of 
tlie drawer name (except by a complicated series of assign 
statements in thcCl.l), and because 1 have several Font dra\vers 
(like many of you), it would be useful to be able to change bitmap 
font paths. The manual needs to have some visuals that depict 
what happens when the Smoothing operator is used on a bitmap. 
This would be better than pages of words. The docs should also 
have an index added. 
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Figure 5. Here's a 256 color 
rendering of a Lightwave 3D 
object. It can be turned on 
any XYZ axis and resized as 
well. 
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Hvyntually, I'd like to see everytliing that gels imported 
come in as a Bezier curve, so absolutely no jaggios appear in any 
output once adjustments take place (perhaps this could be done 
by emulating Aladdin-4D's excellent "SpoToPol" tool, which 
turns a spline hack into a poly cLirve or vicc-vorsa for extruding 
and lathing). Lathing, turning a selected poly object on a selected 
axis, is another thing that I would like to see re-added in the 
software. This capability was present in the last version, I would 
also like to ha\e the ability to copy (clone) and paste selected 
objects from a menu item. 

Conclusions 

From the looks of the interface, Pixel-3D Pro 2.0 has been 
redesigned with the LightVVave user in mind, right down to the 
familiar 3D ground grid and object/camera moves. The software 
requires Workbench 2.x or 3,0 in addition to an accelerator with a 
math coprocessor and though it'll work with only 512K of CHIP 
K.'^.M, more RAM of every kind is niuch better (and required for 



extensive operations). All of my tests were done on an Amiga 4000 
with 18MB of RAM (2MBs of CHIP RAM). 

For a software package to be called an "upgrade", it has to 
differ significantly from its preceding version. Otherwise the term 
to be used is '■ revision". Is Pixel 3D Pro 2.0 really an upgrade? 1 
consider the 2.0 \'ersion of this software to be not only an upgrade, 
but a very significant one. Axiom is committed to adding e\'en 
more features when the .Amiga is rolling again. 

■AC* 

Pixel-3D Pro 2.0 

MS LP: $299.99; 

S99.99 from Pixel-3D Pro previous version; 

$125.00 from earlier versions. 

Axiom Software 

1668 East Cliff Road 

Burnsville, MN 55337 

(612)894-0596 

Inquiry #205 
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Figure 6. Even very polygon 
intensive multiple objects like 
this Triceratops and Cow can 
appear simultaneously in 256 
colors on the Ptxel-3D Pro 2.0 
editing screen. 
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Distant Suns v5.0 

by Rob Hays 

News items indicate that this summer's celestial fireworks on 
Jupiter have spurred sales of telescopes. Whether you are still 
considering joining this fast-growing hobby, or you are an ad- 
vanced amateur astronomer. Distant Suns is a program you need 
on your Amiga's hard drive. 



Recently updated to version 5.0, Distant Suns from Virtual 
Reality Laboratories, is an Amiga classic that just keeps getting 
better. Tliis latest version represents a complete re-^^■rite of the 
program code, and is the smoothest, most feature packed \'ersion 
yet. 

If you have never heard of Di.stanl Suns (DS), the premise is 
disarmingly simple. Put dots of light on the monitor screen so that 
it matches what you would see in the actual sky. The reality is a 
program that has grown to require 4 megabytes of free hard disk 
space, a minimum of 2 megabytes of memory, and Workbench 2.04 
or higher. 

Because the stars and planets will appear in different places 
depending on where on Earth you are observing from, DS has 
always included provisions for entering the longitude and latitude 
of your ICKTation. DS5 enhances this with the addition of a scrolling 
list of more than 1 00 major cities around the world. If you don't 
know the longitude and latitude of your homo, choosing the nearest 
major city will be good enough for casual obser\ation. If \'ou need 
more precise information, check with your local library. 

The date also determines what is visible, and while DS reads 
the current date and time from your svstem, vou certainlv are not 
limited to what is visible today. Any date betu'een 471.3 B.C. and 
9999 A.D. is fair game for obser\'ations, with one caveat. The 
further awa}' you are from the present date, the less accurate 
calculations of positions are likelv to be. As a practical matter this 
would have little consequence, even if you could take vour 
telescope into the far past or future. 

Once you have chosen a date and time to vie\v, you can 
control the passage of time by making it stand still, mo\'e for\vard 
or backward, or run in real-time. Further controls alknv you to have 
each screen update reflect any interval from one minute to 11)0 
years, Used with the look down feature, you can watch the planets 
whiz around the sim from a vantage point above the sun. 

You can choose to \ iew the sky from earth in either of two 
modes. Planetarium mode provides a \'iew imobstructed by the 
Earth itself, or Local mode, which actually places a silhouette of 
hills and on the screen for a more natural view. There are so many 
options available that you could spend many hours just exploring 
different umvs to look at things. Por example, the left mouse button 
can be set to perform any of three different actions v\'hen clicked. 
Center the \iew on the point where the mouse was clicked, zoom 
into the piiinf clicked, or identify the point. Tlie field of view 
presented on your monitor screen can range from KSO degrees, to an 
ultra-narrou' .01 degree. 

Moving about the \-irtual sky can be accomplished in several 



ways. You can use the mouse in centering mode, or you could 
select a quick mo\'e direction from a menu. Alternately, )'ou may 
choose an object by name from a scrolling list, enter a specific 
location coordinate, or use the motion control arrows that arc part 
of the control panel. This is a small window that also gives quick 
access to the field of vieu' setting, and current time and date 
settings. Also available, ai>d neu- to 5.0, is a tool box window-. This 
gives instant access to 20 of the most frequently used commands. 

If you have the mouse set to identify', and click on an anony- 
mous point of light a small data window will pop up. This 
provides hiformation ranging from astronomical data such as 
position, magnitude, distance, the next rise and set times for 
vieiving, and folklore. If the object is one of several that images are 
included for, this box also gives you the chance to \'iew those 
images. These are full screen 16 color images from either NASA 
space probes or ground-based telescopes. Owners of AGA 
machines get 256 color images, 

Also new to 5.0 is the ability to render planetary bodies as 
shaded spheres. A requester allo^vs you to pick an}' of the nine 
planets, the sun, or moon, then choose any of eight positions 
relative to your object to view from. Combining this feature with 
the built-in animation functions would allow you to produce your 
own fly-by animated tour of the solar system. While the detail of 
these renderings is limited to solid colors, it is more interesring than 
simple points of light. 

The backyard astronomer often wants a quick o\'ej-vieiv of 
what will be visible that evening. While books and magazines can 
provide this information. Distant Suns can do it quicker and more 
informatively. Picking the What's up menu item provides a choice 
of three different displays. .'\ planet chart that shows the relative 
positions of the planets currently visible from vour location, a Rise/ 
set plot that is a bar-graph chart which shows the planetary 
visibility over tlie next 24 hour period, as well as sunrise and sunset 
times, and the current time, or the Summary selection. This lists llie 
solar system objects, with iheir location information, and highlights 
the currently visible objects. Also shovvn here is the current moon 
phase and upcoming meteor showers. A Lunar Phase chart is also 
available to quickly judge how much moonlight will be competing 
with the fainter starlight. 

The supplied databases contain more than 8000 stars, and 100 
nebulae. Virtual Kealitj' Laboratories has additional data sets 
available if you desire. Best of all, you can update this information 
yourself, entering orbital parameters for asteroids or comets as they 
are discovered. You can even customize the data used for the 
ground silhouette to more closely resemble your location. 
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Distant Suns Version S.O 
from Virtual Reality 
Laboratories, is an 
Amiga classic that just 
Iceeps getting better. Ttiis 
latest version represents 
a compiete re-write of 
the program code, and 
is the smoothest, most 
feature packed version 
yet. The supplied 
databases contain more 
than 6000 stars, and 100 
nebulae. You can 
control the passage of 
time by making it stand 
still, move forward or 
backward, or run in real- 
time. Further controls 
allow you to have each 
screen update reflect 
any interval from one 
minute to 100 years. 
Used with the look down 
feature, you can watch 
the planets whiz around 
the sun from a vantage 
point above the sun. 
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The 128 page spiral-bound manual contains information 
ranging from tlie history of astronomical obbcrvations to technical 
details of the program. There is even a section about buying a 
telescope. Scattered throughout are tutorials that familiarize the 
user with the features of the program, while also providing eye- 
opening lessons. For example, one of the tutorials demonstrates an 
e\x'nt in 1989, u'hure an asteroid made one of the closest known 
approaches to earth. On March 22, 1989 this asteroid passed within 
400,000 miles of earth, and because of its direction of travel, no one 
knew of its approach until after it had passed us. 

Distant Suns 5.0 is supplied on 5 disks, which contain \ersions 
of the program suitable for systems with or ^^•ithout math co- 
processors. The Commodore Installer will evaluate your system 
and install the correct \ersion, as well as the support files and 



images. The program is not copy protected. DS supports ARexx for 
control of the program features externally u'ith more than 40 
different commands supported, and sample scripts are included. 

Don't stare up at the sky any longer wondering which point of 
light is a star and which is Jupiter. Distant Suns is ready to start you 
on a lifetime of sky viewing enjoyment, 

•AC* 

Distant Suns V5 
Virtual Reality Laboratories 

2341 Ganador Court 

San Luis Obispo, CA 93401 

(805)545 8515 

(800) 829 VRLI 

FAX (805) 781 22S9 

Inquiry #206 



November J 994 
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ORDER LINE • USA & Canada 

1-800-258 




INTERNATIONAL CUSTOMEB SMHCE H121 9620SJJ 
.i'l'SKMS!! CUSTOMER SEBVltEHOUflS 
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Reall2ettiefullpot»)tlalofA 

1200 with the DKB 1202 
exjiansion board. 

sc?ta> up m3in intensive ooecabons, 
a must have feature Ifyouao any 
morpning or animstlon, Image 
maniuulation or ray-tracing, offers 
me opfion of funding a math CD- a, 
processor uD to «MHz. Easy ~ 
inst^liatloni 
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XL DRIVE -HICH DENSITY 

HIgn censity External Drive for any 
Amiga formats 1.76MS with 
standard DD oisKs compatioie for 
PC Disks requires worn Bench 2 1 
or above 



Internal for 

A20O0/A4OM $145 



BACKUP 



with tills software solution you may double the capacity of your disk or 
haro disk drives. Eazy Installation and works Invisible In the backgroung 
The compression ratios vary from 30^ to 70)4 , Tfie easy to use graphical 
Interface guararitees that even the inexperlerceo user Is able to use 
Disk Expander immeniateiy without any proble.Tis. Disk Expaner does 
not only expand the capacity of your disk drive even floijpy disks now 
have a storage space of approximately 1 .5 megabytes, 
iworks with all Onves including. SCSI IDE. Floppies and 
even the RAD diskl. 



Use a VCR as a backup storage device. Two hundred 
Amiga floppy disks fit on to a flHr. tape wtilch can 
be used for an alternative hard disk backup system 
wnat'5 more you can now watch television on your 
1084S monitor. Scan or Phono version is available 
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!s»MGR«f. 24-Bil Color 

PLATBBO SCAN HERS 




$1099 $899 



The MS120Q I MS2iU» let you scan 16.7 
mniion colors. 356 true greys. £ line art. 
perfect for theToasteri ottiervideo, 
multimKiia. ( DTP applications. 

.^1 FREE OCR JR. 

*? McOeis MS 1?» ' S p3ssscanni/ig: izmo&i man 
WS240O ■ 1 03Si scanning: 7ia(\ dpi mat 
i es'icu'scanninflafea 
■ Cotortit Pro ' ia«i W crt tfP/riFF jfi^JWit 
$C3n !j;e LMifdonly DvnaiUderufOijtsit ^p^e. 

* SCSI cable afKi ttrmifHtor 

♦ OpttonatrranHjartrKvacUpieri^hEi^ftsa^r 
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MONOCHROME 

HAND SCANNER 

with ' Touch-up vs. ^m^^ 

<AGA compaiibie) $fIQD 

" OCR Jr. te)ct reader 1 99 



COLOR HAND SCANNER 

THrte scanners In one! Scan color, true grav^cale 
an;l monochfome line art, Perfect for video, 
multtmedia, desktop publishing nnd more. 

• 4 scan Mndes; 252,14-1 cclors: -3035 colors; 
M true grayscales; morochrcjme text 

* 50-100 dpi (based on scan mode selected) 

♦ COJorKit software - quick, accurate scanning: 
save IFF. HAM-8, ana mmt iff 

* pari) lie! interface wJth cable 

• flCAcomDatlDie 

■ OCR Jr, te« recognition ■ included 
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Megalosound is a n amazingly low 

cost, fuii featured, 8 Bit stereo 

sound sampler. But that's 

notall! Italso features Direct-to- 

Disk Recording of samples. Up to sekHZ sample 

rate. 
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SJlKUtaiiSieSU' ffltSZS video Olgltlzs sound 
sampling all In one package. Full color stills, greyscaie motion 
video clips, and video sequence Editor, includes stand alone 
sequence player and ANIM5 converter. For A500. A600. and 
enhancedAGfi version for A1200! Also avaiiable Is 
CotorMaster. Capture full screen still pictires 
AUTOMATICALLY, from any video source. FAST! 



$599 




KEs03 [Bl@03 S A Malor Upgrade to HISoft Basic 
^? -resslonal Including fully intergrated editor/compllef/source 
tii inig-ging environment. 2 time faster than previous 
versions and has full support for WB1.3. 2, and 3! ^ir^RB 

Excellent manual, lot's of programming examples. *^g 



^@WIP21(i § Fast. Assembly language programming 
environment for all Amigas. Intergrated. multi -window *_- 
Editor. Debugger, and FAST Assembling. ^% 



SSSSl SimSSMBlim^ CLMITV 16- 1E bit stereo 
sa moling 8r.o reclav mm ma. seouenceb 0NEyor<E pius- 
Entrv level S Mia level MIDI and samoie sequencer systems 
witJi higtiiy 5CC13 rnea Diamofid Drag note editing system. 
MaxonHACK - Anazing screen Saver A system audio 
manager, colorful modules. Assign sounds to system events. 
rao-MiDi. LOW cost MIDI Interface! 
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ClarlSSA V2.0 ACA 

The animation utility of the yean Assemble single images 
into aiimaiions and converts anim-5 and ArjiM -7 to SSA 
format ftjr playback up to 60 field! oer second while greatly 
redudng the size, ClarlSSA also features fiemoie editing 
capapiiiitle! like cut copy ana pa ste on single frames or 
ranges and color functions such as fading chaos 3 no 
lightning. Animations with dlfferenr resolutions can be 
como ned Into a single animation. Full arexx support and 

a Dullt-ln screen grabdEr make ctariSSA Integrate seamlessly 

wim other aooilcadons A reoistributacie SSA olaybacl< program Is Included 

clanSSA received the -pioaaa of me rear award from Mnia Majian Cernianv 

sno the 'Amiga plus Award 9J- ee^ Amlnanon Softrare- 




Adorage V2.0 aca H49 

Create dazzling 2D and 3D transitions between scenes ana 

Images in near realtime, yyhether Intended for presenta- 

dons. infosYStems or video footage, there Is no effe«- 

generatlon tool that surpasses AOonjge in versabiitv ease* 

of-use or results. user-definaOle parameters and a wealBi 

of Dulit-in effects deliver output limited only Dy your 

imaginaoon. The support of up to 256-color ACA modes 

provides AdoragewlcN superlorquallty results, while the SSA antmadon formal 

guarantees the fastest piartiack possioieat up to 60 fields per second 
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Networking up to 20 Amigas together over a distance of 
up to 330 feet has now become easy and affordable. Ami- 
gaUnk Installs on the eietemal floppy drive port ellmlnat- 
i Ing the need for internal installation or use of a ^orro slot 
set up and configured In minutes. Amigaunt offers 
shanngof all storage aeylcesanOpnnters across the 
networt, tlgnwave users now have an easy my to dlstrbute ren- 
dering iobs to multiple machines. 
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RETINA NoahB^ 



— -1 2JBit Frsme Buffer cm Wofkcencti Emulation. 
■ Analog RCa DJtpjt. S00X6O3 Fulf 24BIM&.7 mL- 
lion color d.spl^'^ Nan-rnieriaced Full Work- 
bencli Emufaticn witn resolution iuch as 
1023x753 or 1 !80xi02d In iE CO OfS or even more' Up ro ?400xi20a! ^snt program 
come? wltH Retina. The Retina can srill be used to Oisplay SflBit graphics while 
emgUtlrg WorkDench ReQuire; trie 2 or grearer ooera^ing system 
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riOn-UnGarV>deo£Aucfio Sjf^^^^K 
Editing and Pfayback! ^ U^^W 

• 24 Bit RealTlme Video 

• Digitizer ACA Support 

• Digitizes Ftrir Frame 
lni/30 Of a second 

if %^%^%^jf%JL£^-n^ Ttxcarta is a full ieir suciio digimer witn J 
Stereo inputs. disSUze 3t up to 48 HZ In issrt and SBit direct to riardcfisfc. PlaytscJ: 
from HardDisic up to 16 chanti^ In ifistt 63 Times Overstamping, 16 sampifng 
rates, Freq. ftfisporise 10 Hi to 20 KHz. Simuitar^eou^ Rgcaro % 
Plavtadt From HardPrivp. 



intemgl for me A2000. 3mo, and aooo. 

Y/C Version M59 

New External for SOG, 600, 1200 



CO 32 AND Amiga £NTEf?TAiNMENT Software 



CD3£ SOFTWARE TiTLES 

iLrBf&cmaENCD]: 3 

uruhmmshtscd]: : 

BlinLECMESSINH,iNCEC CD3Z 1 

UTTlETOhQS C03J > 

Hf>vE«; can 3 

PHIMtHCUiMClM2 i 

HH^IM SPOnTSFDOTBiUJ. CQIZ 3 

CiSmSliCDM 3 

CHJkHCCROf Sh«CHJNCD32 3 

£H.l^lHGI<lECO]I 3 

DANCEPOUSSTPErSCCIZ )' 

DEEfiCOBtCDj; 3 

DETEWCH Of THE tHOWK ir CfilZ 1 

SCDS 3 

HV1HULEHQ>0C0S1 3 

niCIICEC031 ^ 

nUErOOCECDJZ 3 

FUSHBkCUCDlZ 3 

F00TIUiCD3Z i 

rROI|TIEn:aJTt2CD3Z i 

njfltOfTHEn:RRI»CD32 3 

u«u.[rnncD3J 3 

UOiERSCDi: l> 

Uit&iif VXQ CS32 3 

IMPOSSIBLE HISSIOK Z03S CC3Z 3 

INSIGHT CC3Z 4 
timRW.rHH<*!.IU-WTED«Kr(fl» 2 

JJIMEI KN9 3: ST^flniH CV3t I 

JOHN BkRFiES SOCCER 2 

JU»i^lSICMRKCC3Z 3 

iXV^t DF 50RUJL C&3Z I 

LtMliiiiCSCD32 i 

USEFATlOHCDU 3 

LDSTVIUNGSCaU 3 

LOnS TRR-OCT «M a 

MEU AFEK»2 CDJ? 3 

MicrocasM CD3Z * 

HICP0C0Sl><.^>U0^ENi£l''^l»CiER3 5 

HORfM tail 3 

MUSKTYOiCCaJZ 3 



HOrjlLtKIKICFCDJI J 

HICtLVAKSaCDJZ i 

0SCMCC3Z 3 

OVERKlLL'llHUCaiU 1 

FmATEStlDUiaiSJ 3 

PREMIERE CE12 I 

REACH aST ITS iGOUJ C0J3 3 

KUBOCODMAMIS PC4I9 ZZOZZ 3 

fUMRClFGOUFCOJi 3 

SEEKA»IDD£STROrC[IIZ 3' 

SEFlSIILESCCCEflCDi: 2. 

5IVCITTC032 Z 

JTDtlER ton 3 

sijMiffftOLTWFiiciij: J 

SUPEn METIUME a»Or<IERS CDIZ 3 

SLRFtiiNJilS CDIZ 3 
in CI33J Cc"i" 

TOTAL CARUSE ZIiU 3 

IBOOS CC3Z 3 

ULTIMATE BOIY BLOWS Ca32 3 

VIDEO CREATOR CD32 t 

WHUISVO^ItGICDJJ 3 
«I«(S COWMAMDCR CaiZ C^i> 

wnnn inK? vaiM cciz 3 

10ft.i£&31 3 

JOAC03J 3 

7CJTfSaFJAMIiUACa]Z I 

CD-I Full Motion movies 

mv UK nawia 

ADDaMS FAHiLI CD-I MOVIE I 

ANDRtWliOfD WEBBER Ol-L 2 

lPOCW.fJ>S£HOWCO-iKaV!E Z 

ilST OF tXZI SWtCS C^l 2 

BHirRMCtRUS CO' HOVkE I 

BiAURAIh CO-IMCOfEE Z 

BDN JOVI-KEE? TH'E ttm CC<I Z 

BRVUADAUSCO-I Z 

COMtMEAGS CC'IIM»iE t 

EDICCUPT'OflU'-l Z 

frt»L*TTBACTIOhCC-PMOVtE Z 

FPOH tlUS^lK W UXiE CD-I MOVII Z 

GOUrptBES CM MOVIE Z 

HiJirrFMHEP<icroHMOtnE 2 

imCCEJnFfWOiitCEItWVlE z 

ttUlD^Kt l.-JCO-t MOVIE Z 

FRTffHQTI^iMfSCD-lMOVIE Z 

PUNtS. TI'llNS, iSC AuTOCD-l Z 



FLOIBDT MASSAGE CO-I 
KAit i:[>-l NCYIt 

siiAffi LFirisi^Ha cue* cc-i 

UIVtti:[>-1 MOVIE 
STNRTKDCVt CM MOVIE 
STIDft CE9-I 

TvniacD-imnc 
Topcw cs-mimE 

I-HEH CM MOVIE 

I OD GREATEST TOUCHDOWNS COt 

CDTV/CDSa TITLES 

WO«i( 'nt 0» :53Z. n" "3, >t ' n^ir ?• t 
TWWAS S.WrSUJT 
MIGHT IIFORCCHRISTMAS 

BCNjvtimBJPiFir 

FAFERB«SFfllKISS 

MOVKIS GirES ME STOMAChI ACKE 

WEiTM-B MT5 HtR I ST WWERIW 

TOWN utrm so ni« 

ri'K SCHOOL 3 UNDER 5 
ALL DCCS CO TO HEAVEN 

Diinsiijcs FDR mut 

MUOF^J[>QLE 

H04JND0F T>fE BUKEHVILLES 

LODC HARD OAT ON THE RIUfCH 
BkHLE ilX* 
CLUVt BOARD CAMIS 
ClSE W THE aniOUS CCMM" 
CROUERS ENCtCLCf I!" VI. 
HARDWARE 

CD3Z COMFETITIDN FBO^UFtS PiC 
SItCClZ ElPA-lStCN INTERfllCi 

$11 IQrB^RD 



AGA SOI^TWAHE ON SPECIAL 

At/NtOCHICIlEHACA 14 

BDDT BLOWSGliLACTK ACA IflAfrtlfi IQ 

t>«:>c>xncM«tJi It 

dew»4Thime>>acej>i;a u 

fatmihaga i' 

HfTLOFEKCOLFUGA I* 

U0EFAriONXA?TrVE2AU U 

UUCtm ONES ACA it 

NICELMAJGEHACAitMSiCtE} IC 

TROLLSACAIBAeCIIi 1B 

EOOLAiUIBAGCIEk 10 

AGA SOFTWARE LISTING 

KLIEH BREED ZACJl 3: 



BANSHEE AG.I AO 

BRUTAL SFOffTSFXTBUIl^iU 21.00 

CHAOS CMIUAU Z1 

Clt^lLIZATIOflAGdl AS 

CJftSHIF :OCU WA 39 

HEIHQUJ.2AU 35 

IHFOS$iBL£MtSSIONAGA 25 

lAMES KS^ 2:<!OB0COa lU 14 

UMESnmiTiliSTUnSHi^GA 3Z 

JURASSIC PARK AW 11 

OLITTOLJKHACA IZ 

onnm KA Tl 

irDEBCL'piECU'iU 13 

IIRHE TEAM ACA U 

SECDME SAMURAI ACA 17 

SIMUFEAGA U 

limn SOffCEBER Kt ti 

STMTlEKZStHAflA H 

TO'NADO WA it 

IDOLZAGA n 

AMIGA SOFTWARE SPECIALS 

Ujtt&QiKxtH Mi 

AUtKdHttD'SFECIikL IC 

ALKni J t& 

APOCALf^SE tT 

B'lIFtriKCFOfitRt&S 22 

BtUTLaPlQ ID 

Sua CSlFT 15 

BlaSTaR 10 

BLOB li 

BOOT BLOWS 19 

BOO f BLOWS SALKTK lA 

BURNlHERLtBlEII' lA 

C}UOS ENG11C U 

CHESS OMMPIONZU: IS 

CHJCK P1XK Z !i 

CRIME CITY ! S 

cratPCOMJi 10 

CTiERFvm W 

crr»DH so 

DARKMEflE 17 

DEEP CORE 21 

DISFOSABLEHEFO 1* 

DOCFiGKT 32 

DONK THE ^AM JRU DuCX 22 

fin*STEALtKi 17 

fUUiiil ID 



ruruRtwAifS 
CMimfliTicKuii 

HAUUTHftanilU 

WAlTOTOiWA 

HWK 

KL'HANS 

IHCtUAPOLlSSCC 

jCTSntrTE 

JOHN BARNES SQCCCF 

RPflGHTS OF THE CRrSTALUOH 

LOTUS TRILOCT 

HUM ILVENAS 

1MRPH 

MR, NUTZ 

tUCHFM-DOCOLF 

NKKVZ 

KtSHT$H>lT 

ORCSITPBEVDKi 

nnJUi.FUfTt$ff$ 

WMEHevCT 

PUSH OVER 

tBIBJUEEULl 

tEALMS 

IKMDPAM 

UlkANDOESTRQr 

IHJlDOWOrrHIBEUTS 

SUEPVALUR 

SUiVEJKKW 1-0 

SfHQCATE 

THEATRE or MATH 

TRANS^RCTIC* 

TVHLS 

•K.Vf. CuSKi fiAMFAU 

m\WTStiJ.Uf 

WOLTCMILD 

vownttax 

WHLGSOFliaND 

AMIGA SOFTWARE 

A3Z3I.JEBU5 

ANCIE'«T ART Of WAR 1*1 THE SKIES 

USUIN SKCIAL tOmON 
ATRAIKCDPISTIILCriD"! BlhDLE 
hWARS WIFIKERS 2 
BiniE ISLE II 
BATTLE TDAW 



BENEATH A STEEL SJ(Y 

BlUUSOf PPII 

BBuuimEUCM 

BlralAtS«WTS«qTua 

BUBBl^M-STIt 

CAMPAIGN 2 

CAMIKHFOflOU 

cmuzionR 

OMailTZ 

COMBAT AtR FATROL 
COCHSPOT 
H4SH c;i;hi«ies 
BUn SEED 
DESERT STRIKE 
QUniE2 
ELFMANIA 
EICEUXXT KAHIS 

FiTCMUIlNGI 

FANTASTIC WOAinS 

nSKTEHDlELPftOII 

FLASHBACK 

FLY HARCE» 

ftOHrrER-IUTt Z 

FURtOfTHEFURRIES 

CEAHWONtt 

GCKESIA 

COAL 

MBLrKJJ 

SUOUI^ i^QDO 

HARRIER ASSAULT 

HEIHDAILZ 

KSTORYLWE Itl4-I9ta 

HDI 

ID POSSIBLE MISSION 

IPIDIiAK*J0flE5J,TLlKTl5 

IPtMCEiHT UHTIL C*l«»n 

rRTtLurturstBiTtsreAws 

JACK hKUAUi iXnt 
JOHNHlBfltNfOdrbLL 

J^JHAS^lC fttm 

taa 

K1«$HAKE!I 
KliElS TABLE 
LECACrOFSCRASIL 
LEMXIFISSZ 
LORDS W TIME 



LOSTVIKJNC^S 

MICRO HACtlDiES 

HOtTAL EOHBAT 

NAU^HTF OKES 

PlTir>ClAN 

PfHHQJON 

PikUu. CMiEAM$.f AmASr Combq 

PuCCSt 

REACH FOATXESllES 

RISXrwOOK 

ROail^ SON'S RE OLIEW 

SECONQ SAMURAI 

SnSEBLE SOCCER 

SCTTLEB 

S4MC1TTCUISSK 

HM EARTH BUDCEI 

Sim LIFE 

StiiOhrrlfSOACEjrOR 
SaiD MASKS 
SOCCER IQD 
5PKEHUU 
SPMT5T0P nh 
STUI LCf^D 
STARDIST 
SmtETFKHTIKJ 
STRIKES AND SPAXES 
iTll? FDKEH i 
inv rCKti tun i 
STRlfPOKEfrOATAl 
STRIP rOKEII DATA] 
STRIP POKER 0ATA4 
STIilPPOKEfl VATA5 
STBIP POt^H DATi i 

SUPER MriHAKE B»aj>ioti 

TEAM TT 
TERMINATOR 2 
THtBLUE&niESRCT 
TOMLANDRf FtHTBALLJliLlIC 
TOHXADO 

rRtPu Acrnx 3titius foi 

TllrPll ACTION I'BLIES BBtft- 

UFDDEfEhSE 

VALK^IiA 

mumf 

dUllTHEGlJtJF 
WhCN TWO WORLDS V^AR 
WINTER OL^FICS 



Circle 101 on Reader Service card. 
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ifiiiwiuns - i-iuua lit Information ■ SanrtcsTlps 
Rufnorssnd Facts and much msral 



Orders Only USA & Canada 

1-800-258-0533 



9-9 Weekdays 
10-8 Saturday 

12 to 5 on 
Sunday 




^IWM 



The Only Expansion Device vou 
need for your Amiga lOOO (or 
Amiga 3000) that provides Hlgli- 
Speed 040 Acceleration, up to 
128 MegaBytes of Local 040 
Burst Memorv and the fastest 
SCSl-ll Controller Available! 

WW Beca use all of tnls expansion is on a single board that 

Installs Into the CPU siDt- Not a Zorro 111 slot! 



FEATUSS 

2BMHZ,J!MHI.«MH2 versions 
2SMHZUDgraaaDleto33aniJ«!HH2 
Enpandatile OntjoardtoizSMegaSvTesPafn 
Built in SCSI-2HjrO Drive Contraisr 
uses industiv stanoarO SIMM Modules 
Uses anv Combination of SIMMS 
Aliowsuse of tne Memory ly-om the ftmiga 



warDEngina cvl>(Ma/« Fastiam 



YES 
YES 
YES 
YES 
YES 
YES 
YES 



NO 
NQ 
YES 
YES 
HO 
NO 
NO 



28 NlHi.... 2 flmes as fast as nandafd wo/40 

33 MHz.... 2.5 times as ftst as standa/ti«XiO/ffi).. 
40 MHz.... 3 smesasftstassancfarcf «»a/«,... 



^i]i]5>2 



TV Paint... 



True State oi tne Art in Amiga 24 Bit paint 
packases. the many feature of TV Paint incujifc Image 
Itenlpulatlon. Drawing Tools. EflHing Tools, Emljoss. 
Sharpen, Relief, Outline and mycti. much more! 




HDLTIFRAME-ADPro 



Sequires Art Departmeni Profe^sionji cr WomnPFifi %. AReicx Amiga Dos 2JM orhfgher. 
ttuW Frame for AOPro isa comKJSiting^iaverirg inwrfsce for vkJeo profesiionais \ 
artists using ASDC s ADPro program as i composlUng engirt improwK ADPro^ 
mjjressiw? array of cmnprating functiuns Contrpi up to lOO ^H^^ 



EXPANSION 



Dyvr/\i=i_Yi 




*l 



Usltin? TKrvxMogy Altonlable SitK* lass 

NOW add up to 5 SCSI devices like CD 

ROMs, removable medea drives, tape 

Sack. up systefns and scanners 

witnout using tne 'CPU slot" or an 'eitcamion slor. tne Dataf iver scsk card 

amcches to tne IDE neaaer and converts it to also run SCSI. Operate your 

original lOE/AT drive at tne same time. Easy PLUO-IN 

installation. Includes esternai DB25 conneaor, nardware. 



AvlalatileforA1200or4000 



$92 



5.5" Removalile Media Dy\T/\ •- UY k=. r^ 

Svquest Hard Drive A1200 External IDE Case 

Inslall Your Favorile 3.5' Hard Drive 



ASOOO AT Internal w/cart SJ9! 

MXO/2ao SCSI Internal w/cart MS9 includes all 
A^XKWOOO SCSI entemsl w/cart Ssia cables and 
105M6 rartftage SJ9 j connoclions 




PageStreain3jO. 

TncU:ciT.j[tcC'^<-cppjo-isn:n9prcgrani! PagesStreamS prov des professional 
cvpesetting jnd Qrapnic tools. Tne leature-paced tooiDox creates any tvoe of 
snape wnicn vou can color witn PAfjTONES colors and graoieni fills import 
and export text and graphics In many formats, ana see pictures In full color. 
AGA compatible! Automatic Flash macros automate most layout tasks and 
create custom pase designs. Create your own macros vyith recordable ARex*! 
toad ProPage documents ano edit ProDraw drawings. Unlimited Undo and 
ffedo extens;ve online help, autosave, dot leaders. Index gene-adon and morel 
Includes BME 2 image processor, Pageuner 2 text processor. 50 fonts and 100 
graphics! 




t^^rf^Wrf^^^r' t^^VK^^tr ffw^n • 



EDGE 



Edge Is an easy-to-use, professional-quality 

text editor ideally sultetl for notes, scripting and any 

other forms of text manipuiailon. 

Features Include^ unlimited number of files, unlimited 
number of wlnOows-'fiie, inflnlteiy configurable user interface, fast search t 
replace full AREKX suswoftwith macro recording, AREXX controllabinty, multi- 
level unSo. extensive 'on-line' ne!D, comprehensive paragraph formatting 
and MUCH more! The leading Eoge in Amiga Text epitors. 

CIGAMEM 

Cj^Mem vtftuai memorv system few your Arnica utilize 
unused nara drive space as RAM , etiHiinating tne neec 
for aflditionai n^rOware! with Cigamem vou can run 
[ifiernory- Hungry progfams {such as Art DeDanment, 
lightwave. CanDo and pagestreami witnout running 
low on memorv 

ReqtiSres &n 020/030/040 based Amiga with MMU and 
OS verstpn 2.1 or higher. 




@\mTRONICS 



Tlie leaders in AMIGA Productivity Software 



OPUS $69 

Realize your full productliilty with DireaoiY OPUSI OPUS 
allows you to easily manipulate data liies; display images; 
j j^ ^B P^ay sounds. ANIMS. BANiMS, and MODS and launch 
Iwi^S programs from its powerful, vet easy to use Interface. A 
■must-nave' for hard drive owners, use OPUS once, and you II never 
want to De without W.iU's tne Oesr seizing software utility c/r trie AmJgaJ 




^ Animated 

^7t\/^f SCREENSAVER 

--i I *»**>**" " Ovef E selections 
-~— — • Add sounds to 
,% T windows. Keys, 
^ .„-.^ * time... 




Checks & Balances 



Tne Latest 

Generation in 

Personal & Small 

Business Record 

Keepfng and 

Finance 
Management 




High speed 68030 
Accelerator 

W/32 Bit RAM 

Board up to 128 

MB RAM, includes 

Realtime clock 




50 MHZ 68030 
W/MMU/FPU 



50/50/0 



MBX 1200Z 



NO FPU S79 

14 Htiz 6SS81 599 



^;^J^^^IyptSWIITH ¥2.0 

Create Ditmap ano outline fonts for all your programs! 

Convert between PostScript, CompLigrapnic ana Soft- 

Lpgik formats Auiotrace bitmaps ano generate amiaps 

from outline fonts. Automate font aeation with ARexx, 

Copy ano paste cnaracters between fonts, and add 

professional hinting to your fonts. Compute, Amizlng. 

Amija Format and ArOi'saWews an called TypeSmitn a 

must-have program, voted Ijest DTP uillity by 

Amazing s readers 




AMIGA MONITORS 

^999 




17" lOEK Multt-Scan 

IS iJMKt 1024X763 Res. 
IDEAL FQRVIDEO 



14" Electroliome 

tw 15-MHZ 1031) X 768 res. 

IDEAL FOR ALL AM IC AS 



$499 



CanDo! 




The CanDo wftvrare sumoflng package allows you to ta"<e| 

advantage of ttie Amiga's powerful architecture reqard- 

less of your technical abilities, Vou can program anytning I 

from a simple presentation to the most adrtnceo pf ofes- T 

^ional apDllGtlon program in record time tn short, CanDol 

takes tne guessworK and drudgery out of programming 

and lets the creative gsniu? In you fun wild- 

CanDo's scoae and performance makes it a must for irsining 5[mufatton 

ana other appllaUons 




Primer a^}®l 

PRINTER 

MORE COLORFUL 

'- -njaomontftenntftTantftfujtoiX im iiig. 

'."] : ottier EXKK pfini^ tKftnongies. 

MORE EFFICIENT 

• punts up to tour tiraes fisterman InkJet, 

Ellmlrateiwnrmingand smearing Vnl?t,?Ka^!^ *QflQ 

• EajytousewBimfftwoiKjtionsofuoffanaoaifne, iDie siuhiumbm} J»ta 




Your Complete source For All a^-iga Products' 



4S9 



AI.R 

ACTiVA 
EiCELSIOR-I.OEBS II 

ADDISON WESLEY BOOKS 
RQU KER^IELIKauCES UnD JH^IOChXS 
ROM KIR^EljUBPIJilEi 

ROM IL£!!>«a:DEVICES 

ADSPEC 

IU>[>Dl:»ttD]-{l iDirjlA4D?R0 2l 

ADVANCED STORAGE 

r^STLMEKSIIIliRtUUR'D 

APEX 
A5DG 

Ctti^luSED wo 
'POCO.S-YERSlQKFhCx 

EF50!i KJymitRDRiiiEii i; 

TUfPBlHTZA 

rfEsxrnoFESSiowM.: i, 

iAFTDfPTPBt) J.5 II 

jnLALSERiJ4.BQ«ia :: 

'mCPPHPLUS ! 

ASIMWAHE INNOVATIONS 

AVEC 

Ejr:*SE-I BMCIOHD FBI-SCSI ^ 

£jr CASE ■ 1 DH 0«h FfiONT-SCSJ 
Eur CASE ■ 1 a» t}fSlGUJ-lC^l 
Eir CA5£ - 2 HALF MICH B«TS-5C£[ 
EIT CASE 4 BAV - OWN FSO<ilT-StSl 

AXIOM 
VKflUKU 

niEL ID rro 2.0 

KM u wdrkjhox ; 

BLUE RIBBON BAKERY 

MIDITRIWlhJlT. 
taWEP lOOLj HIT 
PEiFDRMANCE TOOLS KIT 

SUrUJAH 
men HEtSTin 
RUlfS FDR TD015 

cBarrvrrf kit 

SThCPso HIDTSHPTE rifTERFACE 
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CE STOP MLS:: £lOP 5 

BRUCE SS^ITH BOOKS 
M:MTMHiE);rs'EP 

MASTERlhG AMISIk DOS 2 V«. 1 

UASTEFllKC UIISA QOS 1 - TUTORIAL 

UA;TEFIIKOL'M[C>BE'';ihhEli; 

HASTEfllhGAHt^IA^uOS 

UXSTERLNCAMI&aC 

MASTEBtKG AWKA PRt^TERS 

KUDO IWi CESS GLIDE 

HASTEniM^UIIC^ DQJ ; VOt ? 

WASTEFlEWAyiWSfSTEWS 

MASTERtNeMlU^SElk 

HASTEBIh^CAHIW^OSlBtf, 

MUSAXS^E^BLERlFiSiDEP 

UASTEDihC ILHIGA «,^Srwaif R 

UriOAC-'VERlCLICE 

CALIGARI CORPORATION 
iCAUUAl ePQAXAM 2 

CD-ROM 

AUQID flESCJPCE 

{IRU'HO RESOuFjCE 

COlOHMiCICCLI'Mr 

Cj:EheuRCPBD;ECT 

UtltSUKSEOS 

VEM HEOIA 

VULlmCDIA 

GiFCjUUT 

VKi AND fcSTKWOH* 

Flwr«IIA FW(I5 

ULTiHATE HDB COUECTIOH 

GIFS^GALDfiE 

AHMET 

CENTAUR 

OPIIVISI&N 1'. 

0**L1 tSKW tH^ita fVDCES^H 9i 

OPUtrl^iah »lDE3tyiTI 5! 
KAS(-R1TE HnVIfTEHi CEIKTEBIACER 

DESIGNING MIJNDS 

HOU'EH \ 

HONEfRDNT Li t TOPfOPH 2.1 I 

MllfiCUKEfaDAflD r 

DIGITAL CREATIONS 

KTV 2i 

ECTVJICBACAPTOft 1! 

KITCHEN srNC 12; 

mCHEX SrK GEMLKS WriQH 1 ■ 

HlTCHEK£lNi:S-VH50FTIiDH i 

SUPEBCEN SX G! 

BRtLUAMCE 2.D E 



1«3 



uu. 



DIGITAL PROCESSING 
SYSTEMS 

PEF'SflN.Al V SCOPE 
PEBSONHLVOA lOU 
RCZOOOTBCIIil REMOTE Utilir 

EVZiWPACiiMouNT awraot Uhr 

PCtSCAAL T9C n 
PEJSMJlCOKMWEjn ABAPTEB 
PEISOhAt AJllWATIH BEOJRCER 

DKB 
DM I2QZ EHPllKSFDN BDkRQ 

0Kt3\lt 

HEUCDIP U>HBDV|i,'SUPEK li^KUS 1MB ISS 

SJCURIKCT a 

iii:{H'CLDCi;ii''eiTTCRrBioi.Lr 23 

K-tt ICSTMT Lt SS 

vu.TlSTfL«T IJ ttH U n 

AltJI WEMOHT E^R FOR A36Z131B 225 

rannnfiu. i.n high cthmi 134 

FC inTtRKM. t.7S HhSH DE.NSfTT lU 

ELECTRONIC ARTS 

DELUIE HL^SICCaNSTRUaiON 2 9^ 

l]ELJUPAIl!|rtVV4.l «9 

WLUit pinwrrvvi-SAc* im 

EXPANSION SYSTEMS 

aiTiitlEii IfiOOK^I ISi 

(UTArL(EII7IX0 5CJI BO 

DAT4n.lEflV10SCSI 117 

DAiTAEVIERRA*" M 

DAIiiafER IOSAT-4inTEBKALIOC'|li 3» 

MTjIFLICR IQSAT-J ElTEHNAL ID&A Ki 

DiTWlTlR I05AT-I2E](T11NLIIIC'H CAU 

MrARlEB ltlSS-12-ATS ttTKL KSJ Ull 

CiriflnERiMOSi-iS 15 

DMi^i.>EE!K0SI[}E->eOajllp:M 7i 

oiTtp.fEB «as P€*TB slpplt to 

BAimnH (DS POWER AC«PrEB 12 

EXPERT SERVICES 

HtKiia II HTS (R.IPIili:jCABD 475 

FARGO 

PHIHEBA PRO COLOR PRlMtEW yil 

PfilHEPACOLCUPRlhTEJ! :S5 

PHOTO BEAUSTICtiF'aRAOEKrr 22S 
SMlEPIflSOflOjrTRIDOE 

4 CCLOfi RIBBON 
IwON^H'RCiur RIBBW 
PAPER. STADDiIlBDCHAIIE 



15 E5 



P*nB. PSEf-JH C»*OE 19 

fk*i R, T - IHI B T TR t^JTEP 1 1 

TKPtff. TiHiBT T«ilSfER- IW 2JI 

PfePiR. T-ShIBT Tlll«l«Sir£R-!>OQ' Ut 

1II«Pl5P4BENCTnLH M 

P*P£R. PEHrORJino li 

PHOTO- REALISTIC 25 REHU. KIT flS 

GFJOBASE 

MOUSE CPTlCAiMNS 3S 

GOLD DISK 

FSDFESSJOWAL CfcLC I 7J 

vn]EODi9rcTos it 

pR0Fi;5!G1At Pl-U D3(AWBIM?U IJl 

GP SOFTWARE 

Cf-^Fli ElAS; I (2 

GPFiiliCLASSII e? 

INNOVESION TECHNOLOGY 

(RpUKlSmTLfRIE m 

BROAKWI riTi.[9 iiJOtT PiiCH : IC» 

HROAKWT riTLER iifC^T LSHMCI iO» 

MCMTALE lOliltPl WEilt^lON JIT 

(iOdlTWE fO^TS 1 125 

M0FITA&E7B Hi 

INTELLIGENT DESIGNS, INC. 

kMI BACK 2.0 <a 

AW WK TOWS 23 

tVi BACK PU'S TOOLS 51 

unvmm n m 

INTER WORKS 

ENlih OPS I If 

■ CUE 21( 

IOMEGA CORPORATION 

BOX IS3i:Mldttf 4S» 

BOX rSOrnANSPORTABLE 393 

90X1SOUJIITRI.DCE 1» 

KOSS 

SPEiKERAOA^TEfl 9 

SPf HERS IfHS nb- SMALL 29 

SPtAHEBHMLWCE a 

LEGENDARY DESIGN 

JiDDRIStIt .-j 

INVOICE IT i3 

MACROSYSTEMS/ NOAHJl S 

VLAB VIDCaCilClli^lR L2i 

viAB - Tt «0 

VLABAI200 EITERUL 11; 

V LAJ K^tTiMl CALL 

Btii'*t.ztBn [Misp-JT Bva 111 1 1111 Oil 

T/ F*IVt Ppa^lBISkAL ! I J 

TOCCATA 3J9 

MACROSYSTEMS US 

*iKPE«'5lhESI"HZ TM 



^K^PIMiSiE IJWhZ IM 

«UP[K<«4C40I'MI 142 

SPUWS B 

Mu-TlUlER'AUPPg 12 

MUJlFRAHE'kDpRQ ? 

MERRITT COMPUTER SYS 

Si>JISIlll|^2aClO I 

^FESAtO JlUa ! 

S^FfSCII A 1 000 I 

UJT£KIllAi:!00 I 

SAFHXIH A3a004««i I 

MICRO R&D 

Uta D>IKI EUREKA IMIERFACE 4 

BJS^ODT A3D0 KUtn SUPPLY ZODW B 

HQliSgSWiFTi J 

MklFAl l4,4[lf9rAI MODEM W.'{:P FAX IB 

Tlii^SITlOii 1 

4inraN4M EtPAhl^lOfl I 
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The ARexx Interpret Instruction 



bi/ Merrill Callaway 



This month we look at arguably the most powerful single instruc- 
tion in ARexx, the INTERPRET instruction. Its efficient or 
advantageous use requires new thinking about programming, but 
once you understand how it «'orks, INTERPRET v\'ill help you 
solve some very difficult programming problems, even some that 
are impossible to solve in al! but a few other languages. In a 
nutshell, DM 1 KRPRET allows a program to create its own instruc- 
tions and then execute them dynamically (during program 
execution). It is possible, in other words, to run programs whose 
instructions are not fully determined until run time. Depending 
upon conditions, the instructions executed by the program can vary 
or even be coristructed on the fly from expressions during execu- 
hon. First we will look at the most famous REXX program adapted 
for ARexx. 

The ARexxTry.rexx Program 

This short but powerful and interesting program is deri\'ed from a 
REXX program, REXXTRY, available on other platforms such as 
OS/2 and IBM mainframes, and mentioned in most books on 
REXX. It is a popular learning tool because it allows you to enter 
ARexx programs interactively, either one instruction at a time or as 
in-line programs with statements separated by semicolons (;). You 



may try out ARexx without writing a program, so it is a great 
learning /experimenting tool. The heart of the program is the 
INTERPRET instruction inside a DO FOREVER loop. 

The Code 

The program starts off displaying tivo lines telling you to enter an 
ARexx statement. (Here is where you would enter any valid ARexx 
statement(s), or simply press [Rtn] to exit the program.) In the next 
line, we change the prompt with an OPTIONS PROMPT 'ARexx>' 
statenxent, so that you will knmv when you are in the program. A 
label, restart: is used for an entry point whene\'er control is to go 
back to the main program. Next, the error traps SYNTAX and 
ERROR are enabled as we discussed last month. If you type in a 
wrong syntax, the program won't bomb, but will gi\'e you another 
chance in the SYNTAX: trap subroutine. Note that the traps are 
enabled each time the restart label is signalled. This is because 
error traps need to re-enabled after each use. In other ivords they 
are good for only one use per enable; as we mentioned last month 
they act exactly like circuit breakers whicli must be reset after each 
use. 

The ERROR trap is for those of us who use WShell instead of 
the Amiga Shell. WShell (unlike Amiga Shell) is an ARexx host 
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appliaititm (with ARexx port) and tlu-ivlnre will .ittumpl to p.iss 
"commiiiids" it doesn't recogniiie to tlu' Linderlying Amiga DOS 
(ADDI^ESS COMMAND K-inj; the dcLiult addreas for commands 
from VVShell). For examplt- It at the "ARexx>" prompt, you entered 
"dato(d)", then in VVShell, the day of the yenr (suppose it's 205) will 
be passed to AmigaDOS for attempted execution as a command. 
An error will be generated. The trap simply prevents an excessive 
amount of error messages from displaying. In the Amiga Shell, 
nothing will happen, except another fresh prompt will display. 
Unfortunately (meaning you must go out and buy it), WShell acts 
the way a shell is supposed to, and Amiga Shell does not. Remem- 
ber that ARexxTry simply executes the ARexx statement, so to see 
the result of a function, output to the Shell, you must enter "say 
date(d)" (without quotes), and the day of year number, such as 203, 
would then display. 

The DO l-ORKVER loop is straightforward, letting us enter a 
statement, which by way of a PARSE PULL instruction is put into a 
variable, mvowncomn^and. Make sure that this \ariable is a fairly 



The SYNTAX: trap gives >'OU the error message, shows >'Ou 
the offending statement again, and SlC.NALs the restart label for 
another try. The ERROR: trap merely SIGNALS restart before too 
man}' error messages display in VVShell. Tliis trap has no affect on 
Amiga Shell performance. 

The 1-UNCTlON: label marks a test function which merely 
displays that the control is in the test function subroutine. You may 
use this tn practice CALLing a function from inside the INTER- 
PRET range to see that control returns satisfactorily. 

Let's trv some examples to see how .ARexxTry works. Start up 
the program in a Shell, typing in "RX ARexxTry" or simply 
"ARexxTry" if you use WShell. Now , at the prompt type in this 
sequence: 



Its efficient or advantageous use requires new thinking 
about programming, but once you understand fiow it 
works, INTERPRET will help you solve some very difficult 

programming problems, even some that are 
impossible to solve in all but a few other languages. 



long string and unlikely that you would use it as an assigned 
\'ariable entered at the prompt. Your test variables should NOT 
match "mvo^vncommand" used bv ARexxTr)', or strange results 
may occur. You may enter one statement, or several in a line 
separated by semicolons. As we will see shortly the program 
"reinetnbers" \'ariable values in betv\'eeii loop iterations, so you 
may also enter a program line by line and see results interactively. 
The next line checks for a null string and LEAVEs the loop if one is 
entered. This is the way the user exits the program. 

Tlie heart of the program is the INTERPRET myowncommand 
line. ARexx evaluates the ei:pression, which is the line vou entered 
at the prompt, substituting any values that have been established in 
earlier loop iterations or previously in the same line. It evaluates 
the expression exactly like any other ARexx expression according to 
the regular rules (substituting from left to right, function argument 
values first). Once the expression is evaluated, ARexx constructs a 
control space and executes the resulting string just as if it were an 
.'XRexx piogram composed of one or more statements. You mav 
insert DO...END loops, SELECT BLOCKS, and even SIGNAL 
instructions as long as their entire range is contained inside the 
INTERPRET range. LEAVE or ITERATE must refer to a block 
contained inside INTERPRET, but CALL may jump outside the 
INTERPRET block and safely RETURN. Label clauses are not 
illegal within INTERPRET ranges, but only labels defined in the 
main source code are searched during a transfer of control. If 
SIG.NAL is used, it immediately terminates the INTERPRET block. 
BREAK also terminates the processing of INTERPRETcd state- 
ments. 

The TRACE OFF instruction is so that if you wi.sh to trace an 
in-line program, the trace will turn off and not trace ARexxTry 
itself. 



The program should do nothing until you enter "say a" at the 
prompt. Then it wilt display "8" before putting up a fresh prompt. 
It has "remembered" the values of x and y, and made the appropri- 
ate substitutions. Try tiiis sequence (note the quotes); 

a = 'X + y' 

X c 1 

y = 6 

aay a 

interpret aay a * 

What did vou learn? You niav use IN'i'ERPRET itself recursively in 
this program and see how it e\aluates and substitutes values. You 
should see the string representation of n the first time and 7 when 
you interpret fin/ n. Try this line at the prompt: 

cmd^'say';var='x';x='Here I anl'reay 3:;interpret 'say x';interpret and var 

You siiould take note of the three equivalent ways to say "1 lere I 
am!". If you try to enter only cmd var at the prompt, if you have 
VVShell, the .Amiga speak utility will "speak" the letter x; if you 
ha\'e Amiga Shell, nothing «'ill happen. This shows how ARexx 
hosts (in this case WShell) will pass commands to the external 
environment (.AmigaDOS) for execution (if possible). Finally test 
the ability to CALL an external function and return where \ve left 
off: 

a=l; b=2; CALL FDNCTIOK; SAT 'a+bs'a+bjSAY 'FIHISHED!' 

In the next u.se of INTERPRET, we will see an entire DO loop 
INTERPRETed by this remarkable AKexx instruction. 
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The ARexxCalcrexx Expression Calculator 

This program ib a slight \-ariation on AKexx I rv.rexx. It allows vou 
to calculate expressions, iwt only arithmetical, but strings as well. 
It PARSEs the input looking for the pattern '=' for assignitient 
clauses. If it is an assignment clause (meaning there is something to 
the right of the '=', then it INTERPRETS the entire user input line. 
If there is an '=' but nothing to its right, the program only interprets 
"SAY" myownexpression the string without the '=' (patterns are 
removed by PARSE). This way, you can enter a=l; b=2 and then 
a+b or a+b= and get the result 3. Thib program is handy to help 
vou evaluate expressions the way ARexx does. 



need to pass the name of the function. For a specific function, you 
would write code such as: 



DROP target. /• vminiciallze the target array •/ 
DO i=l TO n /* u is the numijer of array elepenta */ 
target. i = function (source.!; 



If we wish to name the function at run time or have conditions 
dictate which function is to be applied, we need to use INTERPKET. 
To separate the array definitions from the rest of the example, we 
will construct the array function as a macro {an internal function 
procedure) called by the main ARexx program. Refer to the listing. 
First we construct a small array, source.l=A, source.2=2, 
source.3=C etc. You may of course use any array here. Next, we 
make a DO EOREVER loop so that we can try out different 
functions on the array. Three are named, two built-in functions, 
and one, EUN, interior to our program (which just concatenates 
XXX on the array element). The point is to demonstrate the 
structure and syntax of the cal!. The arrav assignment function is 
named "fun2array" and it is called with four arguments: the name 
of the target and the source arrays, the function name, and finally 
the number of elements, n. This CALL to fun2array branches to 
that label and continues. 

The MACRO Procedure 

Inside our procedure, we need to expose the two stems. Why? 
Because these must be exposed if an entire array is to be passed to a 
subroutine. Normally we would expose n as well (left of the array 
stems), but it is passed explicitly as an argument, so we do not need 
to. We use the ARG() function to assign the four arguments tt) 
more mnemonic variables within the subroutine. (You can also use 
ARC or PARSE ARC to do the same thing.) We have targ, srce, 
funct, and num representing the target stem, the source stem, the 
function name and the number of elements, respectivelv. Next we 
use INTERPRET to execute a block of instructions including a DO 
loop! Note the tjuotes so that the expression is evaluated properly. 
Because we exposed the stems, they evaluate properlv in this 
expression. This loop is [ust an INTERPRETed version of the 
example code above where a function is applied to each element of 
an array. Finally the RETURN instruction passes control back to 
the main program, and the results are displayed. The last code is 
the lest internal function FUN. You should have some ideas by 
now of ho\v to use INTERPRET for powerful, original program- 
ming. 



Interpret for Indirect Function Invocations 

With INTERPRET, you can write code with syntax that looks very 
much like an ordinary function call, except that it expands into 
customized code. Languages like C and PL/ 1 and assemblers have 
such a "macro" feature; and the ARexx INTERPRET instruction, 
mimics this behavior quite easily. The second listing shows 
ARexxMacro.rexx, a demonstration of how ft) call a function 
indirectly bv reference. That is, the call passes the name of the 
function itself, so one syntax can invoke many different functions 
by reference rather than literally. The problem is this: How can 
you take some arbitrary (source) array, and apply an arbitrary 
function to each one of its elements and put each result into its 
corresponding place in a second (target) array? ITiis problem is 
discussed in Programming in REXX by Charles Daney, McGraw 
Hill, 1992, pp 221 ff. 1 have modified his REXX example to work in 
ARexx. An array assignment function is easy, provided you don't 



Listino 



ARexxTry.rexx 



/' WlexxTry.reKX */ 

/■A program to try out AKeicx ■/ 

/■ instructionB and funqtione */ 

SAY 'Enter ARexx StotementB. ' 
SAY MRtnl to quit.' 

OPTION'S PROKIT 'ARexx>' 



SIGNAL ON SYHT«C 
SIQHAL ON ERROl^ 



DO FOREVER 

PARSE PULL nyownCDQEfljnd 
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IF myowncoramands' ' THEK LEAVE 
INTERPRET Bjyownconimand 

TRACE OFF 
END 

EXIT 

SYHTM: 

SAY 'ABeiot error' re ' ( 'ERBORTEXT(SC) ' I occurred. 

SAY '= = t==>' niyownccOToand 

SIGNAL restart 

ERBOR: 

SIGI^AL restart: 



FUHCTrON: 
SAY 'Now in 
RETURH 



teat function' 



ARexxCalc.rexx 

/* ARexxCalc.rexx •/ 

/* A progiflia to calculate ABexx */ 
/* expreBsloTia . * / 

SAY 'Enter ARexx StateiLents. ' 
SAY ' (Ftnl to quit- ' 

OPTIONS PHQHPT ' ExpEsaaions ' 



SIGNAL OH SYNTAX 
SIGNAL ON ERROR 

E» FOREVER 

PARSE FCLL myowncoiTGnand 

IF myowncOTTBTiand^ ' ' THEM LEAVE 

FARSiE VAH myowncoimnflnd Eiyownexpreasion 's' val 

IF Valueafexp -^ ' ■ THEN 

IHTERPRET myowncooEiand 
ELSE 

IHTEKPRET 'SAY' myOwneXpression 
TRACE OFF 
ZHD 

EXIT 

synta:;: 

SAY 'Aflexx errcjr' re M 'EflF.ORTEXT{RC) ' ) occurred. 
SAY '= = = s=>' m/awnccinmaiid 
SIGNAL restart 

ERROR 1 

SIGNAL restart 

FUNCTION : 

Say 'Now in tegt function' 

RETURN 



ARexxMacro.rexx 

/* ARexxMacro.rfixj? */ 

/* 

** Aasi^nfl to all eleraents of one 

** array the value of an arbitrary 

** function applied to the corresponding 

** elamenta of angthar array. 



aource. 1=A 
30urc:e.232 
source. 3 =C 
sourcig.4aD 
source -5=E 

DO FOREVER 

SAY 'enter FUN, DATATYPE or C2X' 

SAY 'to see how function name is pasaed.' 

SAY ' [Rtn] to quit. ' 

PULL function 

IF function = ' ' then EXIT 

n=5 

CALL fun2array 'teigec,', 'aource.', function, n 
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SAY function' ('Bource. 1' ) =' target »1 

SAY function' ('Bourc:B.2' ) =' target. 2 

SAY function ' ( ' source . 3 ' ) = ' target . 3 

SAY function' {'soiirce.4' ) =' target. 4 

SAY function ' ( ' source . 5 ' ) = ' target . 5 



/* The function applied to array aul>routine */ 
fun2array: PROCEDURE EXPOSE target, source. 

Bteml = ARG(l) 

atem2 = ARG(2) 

funct = ARG(3) 

num s ARG(4) 

IHTERPRET, 

'DROP' stend" ,- ', 
'DO 1=1 TO nun; ', 

stecil' i=' funct' [ 'stera2 'i) ,■ ' , 
'EKD' 



/* A function whose name ia to he passed. */ 
fun: PROCEDURE 
ARG cnar 
char=char I tJtxx 
RETURN char 
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A close look at utilities to 
edit your Amiga's memory 

or clean your floppy 
drives, plus three games 
from shareware authors. 



BY Henning Vahlenkamp 



Starting this montii, PD Update will list file sizes in addition to 
all the other usual program information. This is an important 
consideration with larger files, since costs can accumulate quickiv 
wheit downloading Ihem \vitli slower modems. 

The programs mentioned here are usually attained from 
Aminet (ftp.wustl.edu:pub/aminet) or FUKET (ftp.funct.fi:pub/ 
amiga) on the Internet. The\- also should Lie a\'ailalTk' via various 
other sources such as online services (Portal, Delphi, etc.) or BBSs. 
Some of them eventually appear in the Fred Fish Collection too. 
Unless otherwise noted, they work with all Amigas and 1.3+. 



Amiga Boulder Dash 1.1909 (donation ware, S20; 2.04+) 

by Jeff Bevis 

Aminet: /g.ime/misc/abdashn409.lha (2filK) 

Amiga Boulder Dash brings another classic game into the 
modem age. In Amiga Boulder Dash, you must collect a specified 
number of diamond.s from each cave before moving on to the next. 
Hazards in the 2D caves include boulders (hence the name), 
butterflies, fireflies, and expanding amoclMS among others. The 



game is not as shallow as it sounds, as you really ha\'e to be careful: 
your mo\'ements can easily produce chain reaction consequences. 
Also, you'll often need to use the hazards to your advantage. 
Convenient cave codes pre\'ent the frustration of starting from the 
beginning every time you piny. 

If you get tired of the 79 caves supplied in three sets, you can 
make your own (or modify existing ones) with the integrated ca\e 
editor. This wonderful, OS-compliant utility is clearly one of the 
easiest, most useful level editors ever to grace a freely distribLitablc 
game. It gives you an enormous amount of control over level 
creation, e\'en allou-ing vou to test ca\-es dtiring de\'elopment. 

Thii aLidiovisual aspects are both faithful to the original and 
improved for the Amiga, although there are no AGA enhance- 
ments. While the game should run on all 1MB 2.114+ Amigas, a hard 
disk and faster CPU make it much more enjoyoble. System 
friendliness is another one of ABD's strong points. The only 
problem 1 found was that the keyboard fimctions (pause, quit, etc.) 
sometimes don't work. I'm surprised something so obvious 
escaped correction; ABD hasn't been updated in well over a year. 
Anyway, it doesn't spoil this otherwise superior Boulder Dash 
clone. 



Rnlga Boulder Dash Editor — Cave Editor 
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In Amiga Boulder Dash, If you get tired of the 79 caves supplied in three sets, you can make your own <or modify existing ones) 
with the integrated cove editor. 
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AZap 2.20 (2.04+) 

by Denis Gounelle 

Aminet: /disk/moni/AZap_v220.lha (63K) 

One of the latest binary editors for the 
Amiga, AZap allows you to manipulate 
files, memory, and disk devices. For each 
item to be edited, AZap opens a window 
displaying a block of up to 512 bytes in both 
hexadecimal and ASCII formats, and the 
number of window;; is limited only by free 
memory. A VCR-style icon panel complete 
with keyboard shortcuts makes moving 
among blocks as simple as moving within a 
block. 

AZap also includes things you might 
expect in this type of program. You can 
search for (but not replace) bytes or text 
strings, fully or partially undo changes, get 
information on a block, as well as print, 
save, and fill a block. And there are handy 
safety features like a read-only mode and 
an automatic backup copy. One other 
notable feature is the ability to move 
through a disk's directory/ file structure by 
jumping links. Unfortunately, this seems to 
be just partially implemented, because you 
can neither go up and down directory 
levels nor go backwards through the links. 

With a clean, modem design and a 
good feature set, AZap certainly proves to 
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be one of the better binary editors available. 
Besides a more comprehensive way to 
traverse a disk's structure, I would also like 
to see AZap identify fields within directory 
blocks, not only (he block type. 



StarWoids (shareware, S 1 5) 

by Kift-Crawlord-Wells 

Aminet: /game/misc/StarWoidsl.lha 

(377K) StarWoids2.1ha {45yK) 

Since its release in July, StarWoids has 
generated quite a bit of interest online - for 
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AZap, by Dennis Gounelle, allows you to manipulate files, memory, and disk devices. AZap's interface displays a block of up to 
5!2 bytes in both tiexadecimal and ASCII formats for each device. 
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HeadCleaner and an 
inexpensive cleaning kit can 
greatly reduce errors on your 
floppy drives. 



good reason. Mostly based on Asteroids with a Star Wars theme 
(naiiiu changed for obvious legal reasons), tbis game casts vou as a 
Rebel X-Wing lighter pilot. Your job is essentially lo rescue fellow 
soldiers from sucli memorable places as Holh and Endor, while 
fighting off enemies from the evil Empire, The X-Wing behaves 
niucb like the ship in Asteroids, so you need to be aware of vour 
direction, thrtist, momentum, and gravity to successfulb' maneuver 
aroimd the 2D terrain. And rescuing people requires careful \'ertic.il 
landings. 

Undoubtedly part of StarWoids' appeal is how its impiemen- 
tation, which features excellent graphics and sounds (especially the 
Ehen\e music), captures the magic of the Star Wars movies. Yet the 
movie tie-in doesn't eclipse the game's playability. The 
unregistered, 3-leve] demo version is fun and extremelv challeng- 
ing, although the registered version (when completed) should be 
easier. That version promises improvements including many more 
levels, raytraced animations, and AGA graphics. 

Despite the lack of multitasking, StarWoids remains system 
friendly, running on all Amigas with at least 1MB RAM. Svstem 
requirements c^n be reduced by disabling [he music and title 
animation. My one quibble is that you can only see the entire game 
screen by first booting your computer in PAL mode, i^ecommended 
for all Amiga gamers, not just Star Wars fans. 

BACMAN (shareware, $10; AGA) 

by Freddy Krysztofiak 

Aminet: /game/misc/bacman.lha C440K) 

As you may have guessed from its name, BACMAN is a take 
on PacMan, the most famous video game ever. Not just another 
mediocre clone, I5ACMAN is the first and only Amiga I'acMan 
game featuring beautiful 256-color AGA graphics. The visuals are 
accompanied by great music and sound effects. The price for all liiis 
is a huge 1.3MB executable that must fit in CHIP RAM, but there's 
no more disk access after it finishes loading. 

If you're familiar with PacMan, you essentially know how 
BACMAN works. Your objective is to collect all the little dots 
scattered around a maze while avoiding the bad guys intent on 
killing you. Oi course there are the requisite "power pills" and 



bonuses. BACMAN provide 18 levels of dot-collecting action, 
complete with different mazes, enemies, and special effects to add 
some variety. 

All the addictiveness of the original I'acMan is still here. 
BACMAN is more difficult however, as the enemies continue to 
move around after you eat them, rather than temporarily returning 
to a home base. It's also \'ery easy to get caught while turning a 
corner in a maze. The game isn't too system friendly either. You 
must use a PAL screen mode before running it, it doesn't multitask, 
and you must reboot the system to quit. Nevertheless, BACMAN 
remains a high-qtiality, fun game. 



HeadCleaner 37.2 (2.04+) 

by Richard Waspe 

Aminet: /disk/misc/headcleaner372.1ha {9K) 

While modern floppy drives are very reliable, frequent use can 
result in a build up of contaminants (dirt, dust, magnetic oxides, 
etc.) on the read/write heads. This might lead to disk errors or - 
even worse - lost data. Though these dangers aren't as extreme as 
some people think, it's still a good idea to clean the heads every 
now and then. All it takes is an inexpensive cleaning kit and a small 
utility such as HeadCleaner. 

HeadCleaner opens a u'indow with four floppy drive gadgets 
and a progress bar. I'irst apply some cleaning solution to your 
cleaning disk, insert it into the desired drive, anci click on a drive 
gadget. The program then steps the heads across the spinning disk 
for 20 seconds so that the cleaning surface is used evenly. Simple 
and effective best describe HeadCleaner. 
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Please Write to: 

Henning Vahlenkamp 

c/o Amazing Computing 

P.O. 80x2140 
Fall River. MA 02722-2140 
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CD-32 

$329 



M59CDNS 

■ 6«EC020Cpu@14Mhz 

■ AGA 33-Bn ChipsM 
■2 MB Chip RAM 

■60a MB CD-ROM Drive 
■Double Speed CD-ROM 



Limited Supplies! 



A1200 

$359 

i499 CDNS 

• 68ECf)20 Cpu ® L4Mhi 
•AGA 33-Bit ChipsM 

• 2 MB Chip RAM 

■ [DE Hlld Drive Controller 

■ 8B0K Roiipy Dnvc 

I Back in Stock! 



4000/030 

$1499 

t2099CDNS 
-68EC030Cpu®25Mli2 

- Malh Chip Opiitmil 
■2 MB Chip RAM 

- IDE Hard Dnve Crallrollcr 

- 1.76 MBMoppy Drive 

I Back in Stock! 



4000/040LC 

$1799 

S2499CDm 
. 68LCO« Cpu ® 25 Mhi 

- Malh Chip Optional 
■2 MB Chip RAM 

■ IDE Haid Drive Controller 

- 1 .76 MB Floppy Dnvc 

I Suppliea Limited! 



4000/040 

$1999 

J2769 CPNS 

.6«M0Cpu®25Mhi 

- Math Chip btjtil-in 
2 MB Chip BAM 

- IDE Hard Drive Comrollir 

- 1,76 MB Floppy Drive 

I Call for Availability! 



4000 Tower 

$2499 

$3449 CDN$ 
-68040 Cpu® 25 Mhi 

- M3lh Chip built-in 
-2 MB Chip RAM 

- SCSI & IDE Drive Controller 

- 1 .76 MB Happy Drive 

I Call for Availability!"! 



The details of the Commodore buy-out were not finalised when this ad was printed, however all indications arethat this change of direction will put the 
Amiga in it's strongest position ever! We are very excited about the future of the Amiga and are continuing to offer the best possible prices, guaranteed! 



CD-32 

$379 

1519 CDNS 
■2 MB Chip RAM 

■ Doable Speed CD-ROM 

■ MicroCosm & Chaos Engine 

I Limited Supplies! 



A1200HD 

$579 

S799CDNJ 
■58ECX)20Cpu@ l4Mhz 

■ 2 MB Chip RAM 

■ 120 MB Internal IDE Drive 



Limited Supplies! 



4000/030 

$1699 

S2379CDNS 
-68ECtl3aCpuffi25Mhi 
-4 MB RAM 
-l20MBlDEHard[>ri»e 

I Limited Suppliea! | 



4000/040LC 

$2149 

J2999 CDNS 
•6eLCCHOCpu@;5Mhz 
- 6 MB RAM 
-210 MB Hard Drive 

I SuppUes Limited! | 



4000/040 

$2349 

$3299 CDNS 
-68040 Cpu® 15 Mhz 
-6 MB RAM 
-210 MB Hjnl Drive 

I Supplies Limited! 



4000 Tower 

$3099 

$4299 CDNS 

- 6«040 Cpu ® 25 Mhi 
-6MB RAM 

- 540 MB SCSI Hud I>rive 



Call for Availability! 



Amiga 1200 HD 

-Amiga 1200 Computer 
-68020 CPU® MMhz 
-2MB RAM 

- 210 MB Internal Hard Drive 

- All Cables & Connectors 



$699 



$969 CDNS 

(Yes, we actually have 1200'8) 



Amiga 1200/030 

-Amiga 1200 Computer 

- 68030 CPU @ 40 Mhi 

- 6MB RAM 

- 2 10 MB internal Hard Drive 

- All Cables & Connectors 

$1,299 

$1,799 CDNS 
(Yes, we actually have 1200'9) 



Amiga 4000/50M112 

- Amiga 4000 Computer 

- 68030 CPU @ 25 Mhz; 
-68882 FPU® 50 Mhz 
-6 MB RAM 

-340 MB Hard Drive 

$1,999 

$1,759 CDNS 
(High Speed Rendering!) 



Amiga 4000/40Mhz 

- Amiga 4000 Computer 

- 68040 CPU/FPU @ 40 Mhz 

- 8 MB RAM 

-2 10 MB Hard Drive 

- Ideal Lightwave Platform 

$2,999 

$4,Dft) CDNS 

(Fastest Amiga Ever!) 



Toaster @ 40Mhz 

- Amiga 4000 Computer 

- 68040 Card @ 40 Mhz 

- 14 MB RAM 

-420 FAST Hard Drive 

- Video Toaster 3. 1 Card 

$5,499 

S7499CDNS 

(Best Toaster Starter Ever!) 







1 


Mitsumi 2X Speed CD 

- Tandem Controller 

- Grolliers Encyclopedia 


$229 

$319 CONS 




- Cables i Softvrare 
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DeluxePaint4.5(AGA' 

-AGA Support (HAMS) 
- Aiiimalion &Mofphujg 


$69 

$95 CDNS 




- THF Amiga StaniJard! 
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WordsWorth WordPro 

-WYSIWYG™ Screen 
- Best WordPro AvaiUble 


$59 

$79 CDN$ 




- With Spel! Checker 
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Great Games, $9 Each 

- Chaos Engine, Zool, 
SpellBound, Body Blows, 


S9ea 

S 13 CDNS 




Disposible Hero, Nick Faldo 


Golf, 
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Deluxe Kit #2 (aU 3!) 
- MaJtiPlan (Spreadsheet) 
-Ports of Call (Game) 


$39 

Si5 CDNS 




-Zany Golf (Game) 
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14,400 Baud Modem 
-Send & Receive FAX 
- V.42bis, MNP5 
-Compatible with OP-FAX 



$119 






Eiectrohome 1440 

- Color Multisync Monitor 

- iS-WKhz, .2S[iim dot Pilch 

- Developed here in Canadat 



$449 

$429 CDNS, 






Final Copy II (AGA) 

-WYSIWYG on Screen 

- Laser Quahty Printing 

- 100,000 word Spell Checker 



$39 

$55 CDNS 



Commodore 2024 

-i024XS00 Nan-Interlaced 

- Regular Price is over $800! 

- Perfect for Deaktop Pnbliihing 



$189 
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DeluieKit#l(all3!) 

- KindWords (WordPro) 

- EVIuxePaInt (Painting) 
-Porn of Call (Game) 



$49 

S69CDN$ 



CD-ROM Sale (aiU!) 

" Grolliers EncydopedLa 

- World Vista Ailas 

- Digfera &■ Lemmuifs 



$69 

S95CDNS 



$9ea 



Great Games, $9 Each 
- Pinbali Fantasies, Soccer Kid, 

Syndicate, DaotjKju^'sFun 

House, Beast Lord, Trolls, Morph 



Game Pact #2 (all 6!) 

- Ultimate Golf, Gunship, 
Toyota Celica GT, SWIV 
Gazza II, Test Drive II: Duel 



$25 
S35 CDNS 



Deluxe Kit #3 (all 5!) 

- KindWords, Fusion Paint 

- Indiana Jones, F40 Pursuit 

- FA/IS Inlercepttff 



$39 

S55 CDNS 



A 1200 RAM Board 

-l,2,4or8MBofRAM 
Math Chip Socket 



$79 

$109 CDNS 



■ Clock & Calendar with Bailery 
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VLab-Motion Card 

- Digital Non-Linear Editing 
-Real Time Digitiser 


$1499 

S2Ct79CDNS 




- Animations &. Movies 
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PAR Animation Card 

- 60 FPS Animation 

- True 24-fa it output 


$1999 

[27690 DNJ 




-with 500 MB Hard Drive 
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Video Toaster 3.1 

- Digital Video Effects 

- Lightwave, ToasterPaint 


$1799 

S2769CDN1 




- with the purchase of any 4000 System 
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Image FX 1.5 

- Image Manipulation 

- Fainting Program Included 


$149 

S2(»9CDN$ 




- Controlls Scanners & 24-bit Cards 


J 
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AI24040Mhz Board 

-6S030CPUal40Mliz; 
-I.2,4or8MBofRAM 


$279 

S3S9 CDNS 




- Clock & Calendar mtb Battt 
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PRINCE ALBERT, SK. CANADA 



(306) 953-8960 
(306) 953-8961 

9:30- 6:00 Mon -Sat 
(Central Time) 

Info: (306) 764-2888 
Fax: (306) 764-0088 

BBS; 006) 76WB8S <7 Lines) 



•• Medium nrinr... The Vii prices simwn are kacil on [he USS-CanadianS escharoe me u of ad creation Ihcrefon: acmal pnccs will vary slighily (uiually less than V.S).. AD jTmaiiclion. ate in Canadian fuods. Your bank will 
convtn 10 Canadian funds when vou place an onicr and we auihonsc your card. All lariffi Si dutiei are includKl. ym will nol be chargsd any eilra cunom feel of any kmd. This ad shows producls t pncinc available 19 us as of 
Abi 31/94 Bv iht lime you rea'il this in ihc Nov 94 Ijaue, some ihiiiEs will pmhablv hive changed. Delivery timea are no( guaranieed. Iicms oul of slock will be special oidcred and shipped when available JJ>ef e )» a ij* 
reaockinB fee on refujed/cancelledyrerurnBd (except relumed for warr;inly repair) Soi^ . but we caB'l be leiponsible for damage, delays or loss dunnj shipping, io pleiK maure your order. Pnca shown reHect a 2% Cash discounl 
I f an J of ill is is unclear, please aik tor daaili before ordering. ' Commodore UX Rules! (Amiga inteinalionaP) 
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This month's files include a ray 
tracing software package and accessories, 
as well as a security program to protect 
your disks from prying eyes. 

POV 

Personally, 1 have always been fascinated 
by ray tracing software. The idea that my 
personal computer can create photo- 
realistic images that have no basis in reality 
still amazes me. Persistence Of Vision is a 
multi-platform ray tracing package that is 
copyrighted freeware. This means that the 
authors retain copyright ownership of the 
program, but no fee is requested. Versions 
of the POV program are available for IBM 
compatibles and Macintosh, in addition to 
the Amiga version. POV is based on an 
earlier program named DKBTrace, and is 
the product of a large programming team 
headed by Cfiris Young. 

Two separate versions of the POV 
program itself are included in the distribu- 
tion archive, one for systems with a math 
co-processor, and one for systems without. 
Also included are sample scenes and the 
data files used to construct them. The 



output from the program is saved to a file 
in either the program's own format, or 
TARGA format. Images can be displayed 
in HAM6, HAM8, HAME, or Firecracker 
modes. Utilities are included to convert 
the POV format files to Amiga IFF24, and 
Amiga HAM6 files. You can also convert 
TARGA files to POV or GIF formats for 
transportability to other systems. 

Scenes to be rendered are generated 
from a text file whose format bears a 
striking resemblance to the C program- 
ming language. Figure 1 is a 24 bit 
rendering of one of the sample scenes, and 
Listing 1 is a portion of the text file that 
generated the scene. Objects such as light 
sources and (he camera (your view point), 
arc pre-defined items for which you 
specify characteristics. These characteris- 
tics include such things as position, size, 
or color, and are usually defined with a 
series of numbers. More complex objects 
are built using so-called primitive shapes, 
such as spheres, planes, and cylinders 
positioned and joined by the program. 
Also included are more complex 
primitives, and textures that can be 






p 



mapped onto the surface of an object. Any 
text editor that will save plain ASCII text 
can be used to edit or create scene files. 
There are more than 100 of these files 
included in the distribution archive that 
you can experiment with. 

POV by itself is not for the Shell- 
challenged user as everything is command 
line driven. If you are a confirmed Shell- 
hater see the next fiie for salvation. The 
documentation files run close to 200 pages, 
covering everything from setting up the 
software to the theory of ray tracing itself, 
and a suggested reading list for those who 
want to know more. 

POV requires Workbench 1 .3 or 
higher, and will run simple files on a 
system with onlv 1 megabyte of memory. 
Currently POV is at version 2.2. 

PovPanel 

If the thought of trying to control all of 
the complicated aspects of POV through 
command lines that can include over 29 
switches and modifiers, not to mention 
filenames and paths, gives you nightmares, 
then read on. Colin Bell has developed a 
graphical control panel for the POV 
raytracer called PovPanel, which is 
currently at version 1.3 (Figure 2). When 
started, this niftj' program opens its own 
window, and ttuough various Intuition 
gadget,s, allows the user mouse<ontrol of 
POV's features. 

PovPanel is shareware, the requested 
fee is a minuscule S5, and will save you 
hours of typing command line parameters 
if you use POV very much. The distribution 
archive also includes a small documenta- 
tion file to get you up and running in very 
short order. 

Lockit! 

Figure 1 : A 24 bit rendering of one of the 
sample scenes using Persistence Of 
Vision 
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Figure 2: A graphical control panel for the Persistence Of Vision Figure 3: Locl<lt! from Andreas LInneman is a program that 
raytracer called PovPanel is currently at version 1 .3 allows you to lock Individual files or entire drawers. 



Chances are excellent that there are 
files on ytnir Aniign that yoii would rather 
keep pri\ate. Unless yois live alone, there is 
always the possibility that someone else 
using your system may accidental Iv or 
otherwise find these files. How \vould voii 
like to conic home and find all of vour 
business correspondence erased through 
someone's carelessness? The solution is to 
lock the files/drawers yon want tt) keep 
pri\-ale. Lockit! {Figure ?) from Andreas 
Linncman is a program that allows vou to 
accomplish just this. 

Once installed, individual files or 
entire drawers can be locked. Unlocking 
reqLiires you to access Lockit!, select the 
item you wish to unlock (or lock) from a list 
and type in the correct password. E\'ery 
item in the control list can have its own 
password to allow different u.sers acces.s to 
different files depending on their needs. 

While the documentation points out 
that this is far from absolute security, il 
should provide a suitable deterrent to the 
casual file .snooper. Lockit! is freeware, and 
requires Workbench 2.1) or higher. 

Where to look 

I found the I'OV files on all 4. systems 
that I frequent, CompuServe, GEnie, Portal, 
ami Delphi. The file sizes var\- somewliai 
from system to system, due to different 
combinations of files and documentation 
being uploaded. On CompuServe, look in 
the AmigaArts section for the files 
I'OV.LHA, and I'OVl'AN.LI lA. CiHnie has 
file #21218, POVAMI.LZH, wliich is the 
exccutablcs, and file #21217, POVDOC.LZLi 
which are the documentation files. 
Po\'Panel can be found as file #23623, 
POVPAN.LHA. The main program archive 
is 298,240 bytes, the docs are 218, 112 bytes, 
and Povl'anel is 12,672 bytes. These sizes 
are for the files on Clinie. Download times 



at 2400bps for these files vv'ill be approxi- 
mately 25, IK, and 1 minutes respectively. 
GKnie also lists several sample scenes and 
utilities available lor POV. Delphi has the 
POV2.2 archive, as well as a couple of older 
\'ersions. Portal has the largest collection of 
POV files, including a version for the 
A4111KI Use POV as a keyvvord lo search for 
related files. 

LiKklt! I found only on GEnie, as file 
#22870. LOCKIT.LHA. It is 18,432 bytes, 
and should take about a minute and a half 
at 2400bps. 



Where to find me 
R.HaysS 
RHAYS 
72764,2066 
Rob Hays 



on GEnie 
on Delphi 
on ConipirServe 

on Portal 

InterNet users, the quickest respon.se 
will probably occur if you use: 
R.HAYS5@GEN1E.GE1S.COM 

Eor U.S.Mail: Rob Hays, P.O.Box 194, 
Bloomington, IN 47402, Please include a 
SASE if vou need a personal reply. 

If vou run an Amiga specific BBS, send 
me the information callers will need to 
access your system. Phone number(s), 
modem speeds, software settings, etc. As a 
service to tiie Amiga communitv I will 
include the information 1 receive in this 
column from time to time. Send the info to 
any of the addre.sses above. 

That is all for now. Since the next issue 
is December, 1 will start listing some of the 
lil5S information that has been forwarded to 
me. This will let everyone who gets a new 
modem for Christmas put it to immediate 
use. See vou on line! 
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4 include "shapes . Inc* 
a include "colora . Inc* 
*linclude "textures, inc" 

cameira ( 

location ■e59. 20. -48> 

direction <0, 0, 1> 

up <0, 1, 0> 

rigbt <i/l. 0, 0> 

look at <0, 0, Is 
i 

liOhc_aourcia ( <800, 600, -200> colour White } 

^declare Pawn - union, t 

sphere { ^O, 7, 0>, l.S } 

sphere i <0r 0, 0>, 1 

scale <1.2. C.3, 1.2> 

cranslato 5.5*y 
} 

incecsection { 

plane ( y, 5.5 ) 
object ( 

Hyperboloid, Y 
translate 5*y 
scale <0,5, 1, D.5> 
1 

plane { -y, -2.S ) 
) 

sphere { <0, 0, D>, 1 

scale <2, 0.5, 2> 

translate <0. 3.3, 0> 
) 



interaecCion { 

sphere 1 <0, 0, 0>, 2.5 } 
plane C -y, ] 

} 



) 



^declare Book = union ( 
intersection ( 
union i 

plane { 4x, -0.5 } 
plane { -x, -0.5 ) 
plane { y, 9 } 
} 

union { 

plane ( +z, -0.5 } 
plane { -z, -O.S ) 



You May Also Write to: 

Rob Hays 

c/o Amazing Computing 

P.O. Box 2140 
Fall River. MA 02722-2 140 
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bytes 

by John Steiner 



hints 



workarounds 



suggestions 



updates 
fixes 




Using a Standard Serial Cable on tlie A 1000 

r^ichnrd Norman sent [;Mnil with comnu-nts on sc~\'cml topics. 
He writes, Regarding Ihc AllXIO and 14.4K uiodciii^. I iiislallcd nuc cii 
my friend'^ AlOOi) ninuhig 1.3. We took a "norma}" cnbh\ and looked at 
the Amiga manual and clipped llie wires Hint it ?nid ihoutdn 't he used. 
Workigrenl! 

Interleave Questions and Intermittent Errors on a SCSI 
System 

Mr. Norman also asked about his friend's C I^td. controller 
and 50MB Okidata 570 hard drive. He is having interniitleul li/W 
errors . He's also nsiitg the C Ud. external '1MB ram card (ean iJiis be 
expanded Inyoud '1MB In/ elinngiiig to denser chips?) He's not sure all Hie 
driver software is tlie latest version. We did a low-leivl format using an 
interleave of 6, which gave us the fastest low-level format time. Wc tried 
higli-level format interleaves of 6, 2 and 0. No matter what the interleave, 
we -uvre onh/ getting about S7K per second throughpul, less Ihan the 150K 
promised in the nmniial. Does anyhodi/ know the best interleaves for this 
hardware? He's using the ACB400Q driver softioare, which the manual 
stales is far the C Ud. Adaptec 4QQ0 MFM-SCS! controller. However, it 
was stated to be a 50MB system, which required RLL mode and the 
ACB4()70 driver software to be used, and prcswnabli/, the C Ud. Adaptec 
4070 RLL-SCSl controller. Wc have no idea which mind'er controller he 
has, but we do need to get the ACB4070 device driver. He's looking for 
others with C Ud. controllers, and leads on where to contact the 
developers for advice. He also needs the right driver dezicc. 

Another symptom he's having is that whole draieers and 
subdirectories from one partition arc being duplicated on the other two 
partitions. I initially thought he was making some sort oftnistake, but I 
hazv verified that lliese "cloned" files re-appear hf themselves! I can delete 
them, but in a feio dai/s, the fdes from that one partition (one containing 
the highest cylinders) wind up copied onto liis other tzm partitions. 

Amiga Networking Information 

Mr. \'(irman al.Mi comiiu'nti.'d about networking on the Amiga. He 
comn^cnts, / thought you and Mr. Ezvrett Greene might like a copy of my 
Amiga Networking fAQ. You can doionload it from Aniinet in the docs/ 
help directory. 

Mr. Greene may or man not kimw that the Commodore networking 
products ivere sold to various third party vendors. Envoy from I AM is Hie 
Amiga-to-Amiga softzvarc that zvould hazv been part of 3.1, hut zmis pulled 
out. Eni'oy is nz'ailable noze. 



David Ferguson of Pontotoc, MS also supplied some information on 
Amiga Networking. He uses an A20fi5 ENet card with the AS225 
TCP/IP software. They ha\'e three Amiga systems running lOBasel 
Thin ENct. He noled that with help from their system administra- 
tor, they v\'ere able to get up and running, even though the prticess 
was "a little tricky." While space doesn't allow me to include all of 
his positive comments on Amiga networking, he notes, / can easily 
say that netzmrking is virlunily invisible to the end-user. 

He also notes, Commodore's A2065 has been replaced by the A2066 
(available only from CEI) zotth a 25% performance boost and is A2000/ 
3(m(T>/4l)imr) compalihle. The AmiTCP shareziwe, ENEAN's DFS 
and Oxxi's Noz'cll nelzi'orklng softzoare is said to he compatible zvith the 
A2065/2066 ENet cards. The ASDG EanRovcr unll not zuork zoith the 
AS225 TCP/IP softzoare but is SANA-II compliant. Intenvork's ENLAN 
net-working softzoare does zooik zi'ilh the iMiiRover, 

A Scary Backup Story 

Harry Runge sent LMnil with a very long description of his 
scary experience with Quarterback 6.0. / edited the letter heaznh/ due to 
space limitations. He lorites. What follozos is an anonmhi and a truly scan/ 
one. It has to do zrilh QunrlerBack 6.0. first, let me describe my setup and 
system. The system is an AlOOO modified zoith the Rejuz'cnalor and the 
CSA Derringer 25Mllz/6S0.30 boards. Ram total is 6.5MB zvith the 2MB 
Agnus and 2MB M-bit in the Derringer. There are tzpo HD's, Quantum 
.52 LPS and Quantum 1 70 ELS. They are divided into six partilioiis, four 
on the '170 (contnins the boot partition) ami tzoo on the '52. Four floppy 
driz'cs consist of three 3.5's and one 5.25 nmkc up the rest of the Driivs' 
configuration. DOS Version is 2.1. 

The drives are named SupraDriveOb (DHO: - DHd:) zoith '5 and 'fa 
occupying the Quantum 52. DH5 and DHb at the time zvere '15MB and 
34MB respect iivly. 1 had insttilled the i>irtual memory/ program szoap file 
on DH5: 1 sized it at 10MB zohich left 5MB unused. ! decided to 
reconfigure the driz'c to tOMH for DHS and the rest, 39MB. for DH6. 
There zvas only 12MB to backup and restore. Using QunrtcrBack 6.0, the 
backup took 12 floppies in all. 

After warm rebooting, I started QBack 6, selected DHB and hit 
'Restore', It started reading lite 'Catalog '; aflei- a fno seconds, it popped a 
requester saying that the catalog roas corrupted. After I elected to 
continue, the listing stalled out about lialfzvay. I clicked the 'Proceed' 
button and ezvn/thing locked up immediately. I warm booted and tried 
again. This time, the listing stalled out at a different place. 

I tried the alternate catalog zoith the same erratic results. 1 tried the 
Nezo Horizons support number and got a recording. I tried DiskSahv 2 and 
Recoz'er unsuccessfully. Then 1 tried QBack 5 and 5.02: both oflliose 
z'ersions exited before I czvn got to the 'Proceed' plwse. 

Next the thought occurred that backups of the other driz<e's 
partitions mighl also haiv problems. Running QBack 6 once more. 1 hit 
'Restore' for DHO, This backup set zms also corrupt! Next I loaded up V 
5.02 and backed up DHO. That done, 1 pozoered dozon, zoaited ai least a 
minute and pozoered up. After all had settled dozim, I ran through the 
'Restore' for DHO. It read Ike entire catalog zrilhout problem. 
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Tliiil i-niiij'Iflt'ii, ! ,'iiiiv QBnck 6 niiollin- f;o. Tlsis iimc I mndc a copi/ 
of lite original prograii} i7;si: n»d ftnrtcil wilh Hint. Hitting the 'Rcflore' 
button, f/i/s lime it read tliroiigh the full cntnlog willwut error. 1 puncited 
'Proceed'. The firat four were Icon files which popped the requester. The 
prpgniiii proceeded to recover llie renmiitiiig fihv just ns ifuofhiiig hnd 
ever happeuetl ! zapped the four corrupt Icon >^ile<- wifh new ojjrs. Next I 
reinstalled QBnck d on DHO nnd did a Imcktip i)(( Dl l(y. After ^hulling 
down for several iu!>uilc<, 1 powered up and ran QBack 6 'Restore' on 
DH6. Althouglt just restoring a fav files, those with the originnlh/ corrupt 
icons, the program functioned flazolesslif. 

Mr. Riinge speculnlod on several reasons why !ie might have 
had the prohlem in the first place. He notes that he hnd compressed 
QBack 6 with Implodcr. He also suggests there might be some 
obscure bug in QBack 6. He mentioned the August '94 Bug Bytes 
column which describes a similar problem. He also lives in an area 
of frequent electric power interruptions. His last speculation was 
the possibility of an obscure virus. He concluded his letter with 
some very good advice. After doing a backup, check the Restore' 
function to determine if you hai>e a valid backup. 

Workbench 2.1 floppy errors 

I'at Fish sent EMnil wilh questions about floppy acce.ss on an 
AlOOO running 2.04 KickStart nnd WorkBench 2.1. He writes, / have 
S.5MB ofKAM and a UIIMB HD. 

Under 2.04 and above I notice that multitasking isn't as snwotti or reliable 

as it -was under ]..?. Particularly during simultaneous serial lO and floppy 

writes. '\Norse, the floppies no longer seem reliable. Both OFS ami FFS 

floppies are unreliable. Often write/read errors are given. When dragging 

icons to the floppies, a recjuester often pops up with the ambiguous 

message: 

Error whde copying 'filename' 

Error 20 

Rauove incomplete object? 

Note that the disk for iiiis example was only 4S% ftdl and the file being 

copied was only 78K and plent\/ of room was left. 

When copying via the Shell, it says: 
6.Rani Disk:> copy LhTrek/^'ar dp: 
F.rror writing dftkYar 
Remoi<e incomplete destination file? y 
Destination file "dfO:Yar" removed 
Continue after error? u 

Pat wonders if anyone has anv suggestions for him. 

Mega Midget Racer and the MegaChip. 

Greg Bastow sent i;Mail with some suggestions for topics 
discussed in the August 1<-W4 Bug Bytes. He writes, lohn Warren was 
inquiring about getting a McgaClup (hy DKB) xvorking in his Amiga 500. 
I don't specifically haiv a solution for him. but I did notice that he docs 
only liavc a 512k of chip ram. He should attempt the S12k to 3MB Agnus 
upgrade. By running a program like Syslnfo by Nick Wilson (Sliareroarc) 
you can determine which Agnus he actuallu has. If he has an 8372, then a 
couple of simple changes to the mollierboard will enable the other 512k of 
ram as Chip Ram. If he has n SMO/SMI then he will have to purchase a 
newer Ag)nis chip (S3 72 or S?t75 will both work). 

As far as mox'ing the MegaChip using cabling, that would be 
inadvisable. The current MegaChip's arc small daughter cards that plug 
direclh/ into the Agnus socket, and trying to alter this method can cause 
problem with the chips. 



Ami-Back and High Density Drive 

Mr. Bastow also commented on the high density drive issue 
and Ami-Back- / believe the problem you are experiencing is a general 
fault with how Ami-Back (and every other such program I have ever tried) 
deals with floppies. 

When you first run Ami-Back it goes out. nnd sends a 
CetCeometryl ) conniiand to nil the devices it can find. When you run 
Ami-Back with 2 /ore density disks hi those high density drives, this 
command will not return HIGHDENSITY. The simplest solution is to 
Imi'e 2 high densili/ disks in the drives -when \/ou first start Ami-Back. 

I am hoping in the njicoming V.'i.O of Ami-Back, the boys at 
ItttelligenI Designs (ncio compnnt/ name, formally Moonlighter Sofltvare ~ 
same programmers) will allow a "Refresh Device" command, so you don't 
have to quit the program and restart it because you forgot to put a HD 
disk in the drive. 

Problems with Reason Under Workbench 2.1 

From Stockholm, Sweden, Dr. Claes-Custnf Nordquist, sent E- 
mail with a problem when using his grammar checker. He writes, / 
hni'C n problem with the grammar checker program Reason from Tieo 
Guys, for my Amiga. 1 recently upgraded my computer with a 33 MHz 
6S0.W -with MMU and a FPU and 12MB of RAM. My system also has an 
85MB hard drive, an X-drive, a modem, a printer and a scanner. I also 
upgraded to WB 2.1, Since then. Reason can not be run from the hard 
drive. It works from floppy though, and it worked fine on WB 2.0 joithout 
the accelerator. English is not my native language and I need the program 
to cheek -what I lorite in English. To work it from floppy is also a nuisance. 

It sounds like something in the new startup-sequence is 
causing the problem. You might trv temporarily removing items 
from the startup and test the program. Of course, some stiirtup 
commands mav be necessar\' to make sure ail of your other 
applications work correctly. If vou find an offending application, 
vou will have to decide which vou \'alue most, or disable one while 
you run your grammar checking tasks. How about it readers? Any 
other suggestions? 

Mathieeedoubbas Revisited 

Hernan Rodrigo FgLiilu/ of Argentina (no cit\' given) writes 
with a suggestion on locating a compatible version of SctPatch. He 
comments. There is a zvrsion ofSetPntch in the Frozen Fish CD-ROM. 
It is located in the BBS/MAR94/DEV/MISC/ directory and it's called 
setpntch.lha. In it's documentation, the aforementioned prohlem is cited 
explicitly. After using it in my Amiga 1200, the guru hasn't come up any 
more. 

That's all for this month. If you have any workarounds or bugs to 
report, or if you know of any upgrades to commercial software, you 
mav notifv me by writing to: 

John Steinor 

c/o Amazing Computing 

Box 2140 

Fall River, MA 02722 
...or leave EMail to 

John Steiner on Portal 

73075,1735 on CompuServe 

Internet mail can be .sent to 

73075. ] 733®com p user\'e.com 

FAX John Steiner at {701)280-0764 

(8:30 A.M. to 5:30 P.M. Central time, Monday-Friday) 
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Feedback 

Letters to the Editor 



Amiga Technology in ti^ie Public Domain? 

Amiga Spreadsheets — Please. 
CD32 worldwide compatiblity problems. 



De.ir AC, 

The Insi 3 U.iiiditci iirtick's wvtc, to tm:, a ivnste of p.ipcr. 
WorsL', Biindilo errors could bu quoted iis .1 "noted .iiitliorit\-" and 
without the lldilor's correcti\o comments. 

If the Bandito's rumors were about planned or developing 
hardware or software, then we could respond in vvays that would 
support new Amig.i products and product improvements. Instead 
Bandilo runs replays of Commodore management problems that 
we can't lieip and Amiga liashers can feast upon, 

I used to give issues of AC to prospective Amiga users, but 
quit last year after being questioned about a vcrv negative Bandito 
article and a contradictory editorial. 

The last page of the August 94 IJvte issue was a positive aud 
eonstructi\e obituary. Possibly the best Amiga article r\-e seen in a 
non-Amiga magazine. That obituary could sell more Amigas than 
the last dozen Bandito articles. 

It may now lie a dead issue, depending on the future use of 
Commodore ns.sets, but Bandito articles don't help me use my 
Amigas, improve my .'\migas, plan to upgrade or buy or sell 
Amigas. 

Thanks for your time and consideration. 

Eric Rlliotl 
Batesville, AR 



Dear AC, 

Thanks for setting the Bandito straight: that man \vould 
depress a h\'ena. 

Doran A Jones 
Santce, C.^ 

The Biiiutito Ims rt/nvii/s hi'ld to "his" oTrn couiiffl. As Ike Aiiilj^ti nmrkcl 
iHi/JTOTVs, / hflitiv uv will si'f n Utile Mlcr life in the Bintditi> lvIuuiii>. 
UufoiliitMU-ly (or forluiiiiteli/ if\/ou can Inke it thni wiu/), the bninlito ivns 
correct itboul Commodore. Not that ampne, iitcliidiit^ CBM sfoci/iuMtvs 
could hnve done anything about it. Wnif / would like fo sir the Bandito 
uncover is what latvsuits. if any, are following llie merry ice-uo-roil Iwnrd 
of directors, and officers. 



Dear AC, 

I want to congratulate you on finally interviewing David 
Pleasance. I believe that without the driving force of this man's 
lo\'e, ■.ievotion, and eixthusiasm for the Amiga and its technology, 
the Amiga would not ha\'c established the foothold in the UK that 
it has. If only Commodore had placed other individuals of the 
same caliber in key management positions throughout the 
company, maybe the Amiga and its users would not be In the 
position we are today. V\'c can only hope that be is successful in his 
bid for the company. 

One item that 1 did find confusing while reading the article 
was .■^C's very first question. You ask Mr. Pleasance, "You are 
heading up n Commodore management group to purchase 
Commodore and the Amiga technology?" He answered, "That is 
correct..." Does this mean that if Mr. Pleasance's group is success- 
ful in ]Turchasing the company. Commodore stock u'ill be worth 
somctiiing again? it has been my understanding that other 
comp.-nies interested in Commodore would only be buying the 
Amige technology and not Commodore itself. What was stated in 
AC is radically different from any of the other offers put forth. 

S'.nce the demise of Commodore, \vhat has become of the 
Ci)mmodore Shareholders movement and its leaders? 

Keep up the good work AC. The qualit)' of this magazine 
continues to improve. You serve all Amiga u.sers and not just those 
involved in Video, and graphics. There are still those of us out here 
who continue to use our m,ichines for business applications, 
personal productivity, and entertainment. Tliank you for not 
forgetting us. 

Sincerely, 
Doug I.ibbv 
Folsom, CA 

Nil, Ci)Mi»iii/(!r(' (S ^oiie and tiiose peofle wJio placed their faith (or at least 
their nifiieu} in llie Imuds ofConiinodore International's directors /mt'C 
suffered greatly (see aboiv). Wtioez'cr "Biii/s Commodore" is only tmyiiif; 
the assets which are being sold to satisfi/ debtors, not slocklmldcrs. 

As far as the Commodore Shareholder's moivment, we have not 
heard from them. However, since tliere is no Commodore slock, we doubt if 
there wi.'! be any more action in the nioi'emenl. This is unfortunate and 
unfair. Ltd it does not make it antf less real. 
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Dear AC, 

The interview with David Pleasance was encouraging, but an 

important question was not asked: what kind of computer is the 
resurrected Amiga lo be? 

Commodore UK successfully sold (he Amiga as a game 
machine. Does Mr. Pleasance intend to continue this marketing 
strategy? He may have some success in Great Britain, but with the 
dominance of Nintendo and Sega in the U.S., we know that strategy 
won't work here. Video editing and multimedia was supposed to 
be the future of the Amiga in America, but Commodore went out of 
business waiting for that horse to finish. 

I am a long time PC user, and am intimately familiar with that 
system's many limitations. It is my opinion that the business 
market is ripe for a computer with the multi-tasking advantages of 
the Amiga. Couple the Amiga's advanced engineering with 
competent marketing, add sophisticated word processors, 
spreadsheets, and databases, and the Amiga would be very 
competitive in the business market. 

I strongly suggest that when Mr. Pleasance succeeds in 
acquiring the Amiga (alternatives do not seem viable), his manage- 
ment group should concentrate on persuading software developers 
to create sophisticated business programs for the new Amiga, and 
market the computer as an office automation workstation. 

After all, considering that the old strategies resulted in 
bankruptcy, what does Mr. Pleasance have to lose? 

Sincerely, 
Jeffrey?. Powell 
West Covina, CA 



newsstand you know you have my support! Good luck Amazing! 
You are truly an AMAZING Magazine! 

Yours Truly, 
Chris Wurtiriger 
Antigo, Wl 



Dear AC, 

I have been a subscriber to both Amazing Computing and Amiga 
World for the past few years. This year 1 decided to reduce my 
subscription to the one magazine that best fits my needs. 

Amiga World has reduced their Amiga coverage from 96 
pages to 64 pages... a whopping 33"/o less content for exactly the 
same price. I wonder if they can possibly imagine an everyday 
salaried or hourly worker going to their boss and saying "I've 
decided to work 33% fewer hours but I require you to continue 
paying me as if I were still working full time"? The sound of the 
front door hitting them in the rear end as they exited their job for 
the final time would be the next sound heard... at least in the REAL 
world. 

In as much as AC has not reduced their Amiga coverage and 
continues to bring Amiga users 80 pages of the best editorials, 
reviews, new product previews, and even some how-to articles 
each and every month. I'm voting (with my wallet) for AC as the 
best Amiga coverage available to US Amiga users. 1 especially like 
the fact that AC, unlike your primary competitor, has not gotten 
totally bogged down in \'ideo, which is of virtually no interest to 



Af our coverage contimies at press time, neither Mr. Plensitnce nor any 
oliier party Imve yel uvn the bid for the Amiga. The i:itiiatinii isfnii^traf- 
ing but it does not cliange. Hotvever, in preparation for n time when Mr. 
Pleasance (or someone else) will zvin the bid, we will fanoard all letters 
addressed lo a bidder and sent c/o AC. This is your opportunity to get 
your message in early. 1 can't promise definitive action by the recipient. 
But, if we do not try, we have already been defeated. 



I am pleased to extend my AC subscription for another year. 
To you and the entire AC staff, a hearty well-done is in order... 
WELL DONE, Guys 'n Gals... and best wishes for a great 1995! 

Sincerely, 

Edward E Brown 
Vancouver, WA 



Dear AC, 

I've been buying your magazine off the newsstand for about a year 
now, and luckily I ran across it in the beginning by accident. I get 
all the Amiga magazines that I know about, and I feel that yours is 
by far the BEST! I can't wait to get my hands on the new issue 
every month! 1 read the magazine from co\'er to cover in about a 
day. I base almost all of my purchases on your magazine reviews 
and articles, 

I currently own 4 Amigas and my A2000HD is equipped with 
a Video Toaster 2000. I own my own production company and do a 
local Real Estate Show for a local broadcast station. I also work for 
a cable ad insertion company and we also have a Video Toaster 
there. I have used and have seen what some of the new PC's can 
do, and the Amiga alone without the Video Toaster has been better 
than that for many years! And with the tips your magazine has 
given me, I know that with the Amiga technology, 1 will still be 
ahead of the game for at least a couple of years without any new 
development. 

So now to my real point. Enclosed is my check for a subscrip- 
tion to your magazine, this way rather than buying it off the 



In these difficult times, each person must make decisions and create policy 
that they believe is not only economically viable, but important to the 
industry. Everyone at AC has worked at least twice as hard as we did 
before this crisis to get the best neivs to our readers quickly, tozve a special 
thank you to the Amazing authors who have worked diligently to continue 
their columns and provide information. While the Amiga will once again 
be sold, it is only through the hard work of its true supporters that there 
will be a market for it. 



If you have a letter for 
Feedback, send it to: 

Feedback 

c/o Amazing Computing 

P.O. Box 2140 

Fall River, MA 02722 
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Beginning Assembly 

by Bill Nee 

Welcome to assembly language programming. In the next several articles I'll 
cover the major machine language programming techniques for the Amiga - 
libraries, screens, windows, graphics, sound, menus, gadgets, math co-proces- 
sor and other topics. In addition each article will have a working program for 
you to assemble that demonstrates that particular topic. I'll be using the 
PHXASS assembler, a Public Domain program available from many sources 
(Fish Disk #749); I like this assembler for some reasons I'll discuss in a future 
article and 1 suggest you start now to get a copy so you can follow along. Other 
assemblers will probably work with minor adjustments. 



WHY ASSEMBLY LANGUAGE? 

Assemblv language code communicates directly with the 
computer. You ha\'c to write your program in great detail, but the 
speed at vvhich it works will astound you. A well-written m.icliine 
language program will run 10 times faster than a Basic one, and 
two to five times faster than most compiled ones. It does lake time 
to learn assemlily procedure and techniques but once yoLi ha\'e a 
good routine it can be saved and used later in other programs. And 
there arc even some things you can do in assembly language that 
are almost impossible to do in Basic. Take the time to follow these 
articles and listings and 1 think you'll be quite impressed with what 
you can do using assembl)' language. No\v let's get down lo some 
basics, 

GOOD NEWS AND BAD NEWS 

The bad news is that assembly language uses math; the good 
news is thai there are onh' two digits - and 1. These two digits are 
the foundation for the Base 2 (binary) system. We humans normally 
use Base 10 (decimal) numbers, but programmers tlirive on Base 2 
and it's cousin Base 16 (hexadecimal). The rules for binary math arc 
very simple: 



ADDITION 




Hm-TlPLlCiTION 


DIVISION 


1 


1 I 10 


Oil 


oil 


■ *1 +1 


-0 -1 -0 -I 


XO XO xl 


n n /o 


I 10 


1 1 


a 1 


1 OOFS 



Since each number in the binary system is a power of 2 it's 
very simple to con\'ert numbers from our decimal system lo binary 
and vice versa. For example, the binary number lOU represents 
T23+0*22+l '21+1*20 or 11 decimal. The decimal number .TO can be 
represented in powers of tivo as 16+8+4+2, so in binary it's 11110. 

Each or 1 is called a bit and fights bits in a row is a byte; the 
bits, however, arc numbered from right lo left as bitO to bit7. With 
eight available bits, one bvte could contain a maximum value of 
UlTllll or 255 decimal. Two bytes in a row (bitl5 to bitO) make up 
a word and two words in a row are a double or long word. Quick, 
what's the maximum decimal value of a word? 

Because binary numbers can get rather large, programmers 
found it easier to use the Base 16 or Hex to represent \'a!ues. Since 
there must be sixteen numbers in this base, the letters A through ¥ 



are used to represent decimal 10 through 15. To rapidly convert 
from binary lo hlex, arrange the binary number in groups of four 
adding zeroes lo the left group if necessary; then write the Hex 
equivaljnl of each group, l-'or example, convert 1 1 1 1011 1 101 1 110 to 
a Hex number: 



binary lOllU 
decimAL t7] 

Hex 7 



What thr 



(10111 

(111 



(1101) 
(131 



(1110) 
(141 



ree values coulc 



1 " 1 1 " represent? 



WHAT ABOUT NEGATIVE NUMBERS? 

ll"is works well with regular positi\'e numbers, but how is a 
value such as -10 represented? The computer thinks of all numbers 
as being on a wheel; reading the numbers to the right reads theni in 
a positive direction but reading to the left indicates a negative 
value. Let's use a range of to 255, or to FF. Starting at and 
reading lo the righ! indicates 1, 2, 3..., hut going to the left reads FF, 
FE, FD, etc. Since the first value to the left is FF, it must represent -1; 
the next value FE represents -2, and so forth. The middle of the 
wheel i; the boundary Lu'lween positive and negati\e values. The 
positive vakies range from to 7F and Ihe negative from FF to 811 
Using negative numbers cuts the effective range of values in half; 
instead of to 255 signed numbers have a range of -128 to +127. 

Time out! Isn't FF also 255 in decimal? Yes, it is. How docs the 
computer know if we want FF to represent -! or 255? The answer is 
that il doesn't care! llie onl\- difference to ihe computer between 
positive and negative nuntbers is that in a negative number the left- 
most bit (called the most significant bit - MSB) must be set; that is, it 
must be a 1. The MSB of any positive number is always 0. If the 
MSB is set, a flag within the computer is also set. When we discuss 
assembly commands later on you'll see that there are different 
commands for signed (positive and ncgatt\'c values) or unsigned 
values (only positive). The computer will let you know what you 
have, but it's up to the programmer to interpret the result. 

For now, remember that if vou need to use signed values, your 
range cif numbers is cut in half. If you want a positive \'alue greater 
than 127 you would probably use a word to hold the value. Now 
the numbers from to 7FFF are positive and those from FFFF to 

(continued on page 58) 
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A Tale of Two DOS's 

Comparing AmigaDOS and MS-DOS 

bi/ Keith Caineroti 



Computers are so wide-spread these days that most of us come into contact with 
them innumerable times daily. Likewise, there are numerous computer types out 
there. It, therefore, becomes important to be able to function on various ma- 
chines. In my own case, I learned computer basics on Apples, then moved on to 
Amigas and Macs, and now I use IBMs extensively. Admittedly, it does get a 
little confusing at times. Sometimes I find myself typing in an MS-DOS command 
line on my Amiga or vice-versa. 



Although most of us would hate to admit it, IBMs are still the 
dominant computer type on the market. (When i say IBM, 1 do so in 
a generic sense; all IBM compatible computers are intended to be 
covered by this term,) Many of you probably came to the Amiga 
from an MS-DOS environment. Some of j'ou may find yourself in 
the same situation. 1 am now learning ho%v to use MS-DOS after 
first learning AmigaDOS. For my own sake as well as the benefit of 
my readers, 1 decided to compare these two systems to clarify a few- 
points- Hopefully, this comparison will help you function more 
effectively on an Amiga if you are accustomed to using an IBM, or 
vice-versa. 

The Amiga is a logical computer system and it is very easy to 
use — that's why most of us purchased one in the first place. About 
two years ago, I was forced to use some IBMs in my classroom. At 
first, I was intimidated because everything seemed so different. 
After a while, though, 1 discovered that both operating systems 
were basically the same with what 1 call some surface differences. I 
now find myself moving back and forth between the two systems 
easily, although the first few moments of use require that I orient 
mvself to the computer I am using. 

Since computers use a "startup-sequence" when they are 
booted, that's a good place for us to begin. On the Amiga, this 
startup file is found in the 's' directory. In the world of MS-DOS, 
the equivalent file is called "autoexec.bat", and it is found in the 
root directory. Both do the same thing. In addidon, MS-DOS 
machines also have a file called "config.sys" which establishes the 
configuration of the computer and allows users to customize their 
systems as regards device drivers, buffers, and so forth. 

Tl\at brings up another point. In AmigaDOS, we have script 
files which utilize various AmigaDOS commands, In MS-DOS, 
these script files arc known as batch files. In AmigaDOS, a script 
file can immediately be executed after it is written simply by typing 
in its name on a command line. However, to make such a file 
executable from the Workbench as an icon requires a little more 
effort (I dealt with this topic about one year ago). Batch files in MS- 
DOS can also be executed immediately from the command line (or 
the DOS prompt, as it is commonly called in MS-DOS). An 
advantage, though, is that it can also be executed from the File 
Manager in Windows, or from the file list in the DOS-Shell, without 
any special configuring. However, to create an icon in Program 



Manager (Windows) for the batch file would require some effort. 
From my experience, 1 would argue that batch files in MS-DOS are 
more common than are script files in AmigaDOS. 

On the Amiga, most of the major commands used in 
AmigaDOS are located in the 'c' directory. There are others which 
are internal. These include the more commonly used ones, like DIR 
and DELETE. On MS-DOS machines, most of the commands are 
stored in the 'DOS' directory. As with their Amiga counterparts, 
commonly used commands are internal. They are actually stored in 
a file named COMMAND,COM (found in the root directory) and 
then loaded into memory when the system is .started. 

One minor difference between the two systems which still 
gives me fits is the use of the slashes. MS-DOS uses the back slash 
(\) between directories while AmigaDOS u.ses the forward slash (/ 
). MS-DOS uses the forward slash to indicate switches. We will 
discuss this in more depth later. I prefer the Amiga version, as it is 
slightly more awkward for me to reach the slash next to the 
backspace key than the one by the right shift key. 

Another thing 1 like about AmigaDOS is that the names of files 
and directories are not limited as they are in MS-DOS, In MS-DOS, 
all such names can be no longer than 8 characters. This causes some 
rather cryptic names for files and directories. It is much simpler and 
clearer to be able to name something in full. What 1 do like about 
MS-DOS names, though, is the use of three-letter extensions. 
Simpiy by looking at the extension found on files, it is often easy to 
identify what that file does. The major throe types of files are .BAT, 
.SYS, and .EXE. .BAT (or batch) files arc like AmigaDOS scripts. 
.SYS (or system) files contain configuration information about 
hardware. .EXE (or executable) files contain programs. When you 
get a new program that might contain, say, 20 files, you know that 
either a batch file or an executable file will probably start that 
program. Such programs may also be started by the lessor used 
.COM files. As is commonly used in AmigaDOS, a ,DOC file is 
often used for document files. 

This use of file extensions is much more widespread in MS- 
E)OS than in AmigaDOS. Perhaps this is why the use of wildcards is 
also much more pre\-alcnl in MS-DOS. Even major applications, 
such as word processors and spreadsheets, make extensive use of 
such wildcards. Most major applications save files they create with 
a specialized extension. For example, a document saved using the 
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Microsoft Works for Windows word processor might have the 
extension .WPS. Thus, when you use this application to open a 
fi!e, only .WPS files will be shown by default. You can, of course, 
alter this. That way, you don't have to look through all the files in 
that directory. I'd like to see AmigaEXDS make more extensive use 
of this feature. 

Since MS-DOS machines are not, by nature. Intuitive, special 
files have to be implemented to make the mouse run. Thiis has 
been known to cause a problem or hvo. Of course, if you are 
working from the command line, you really don't need the mouse, 
though, do you? 

In some of my articles, I have made mention of the history of 
AmigaDOS command lines that can be referenced by using the 
arrow keys. Each time you execute a command line, it is stored in 
this history. This saves a great deal of retyping when you are 
doing work that involves repeated use of the same or similar 
command lines. This is a natural feature of the Amiga; in other 
words, you do not have to invoke this in any way. 

MS-DOS machines do not have this feature naturally; at least 
not to the extent of the Amiga. By pressing the F3 key, you can call 
up the most recently used command line, but that is all. To have a 
larger history, a file called DOSKEY has !o be loaded into 
memory. This can be done directly at the DOS prompt or in the 
autoexec.bat file that boots the machine. Sure, all you hiave to do is 
type it once in the autoexec.bat file, but why couldn't this have 
been done internally. I must admit, though, that once it is loaded, 
it does have more options than the history on AmigaDOS, 
although I question the use of such options. It will allow the user, 
for instance, to display a list of commands that have been stored. 
You can then select one of these to reuse. But really, how useful is 
this? By the time you hit F7 to show the list then use other keys to 
cycle through the list and/or select one of the commands, you 
could have used the arrow keys to simply move forward or 
backward to select a command. Yes, MS-DOS allows you to do 
this as well. 

That pretty much lays a foundation for the basics of these 
two machines. Next month I will begin discussing how specific 
commands on the two systems compare. My goa! here is not to 
prove that one system is superior to another; rather, by showing 
the differences, perhaps I can encourage a more efficient system to 
be created for the Amiga. Let's face it, AmigaDOS could stand 
some improvement. It is a fine system (yes, I'm partial), but there 
are some shortcomings as you may be able to see already. For 
example, in this article, you should be able to tell that I would like 
a more rigid name system used. I would not like to see a limitation 
imposed (8 characters, as with MS-DOS), but a more widespread 
use of extensions on file names, if used in a standard manner, 
could result in wildcards being used more extensively. Those of 
you comfortable with wildcards can vouch for their efficiency. 

As always, 1 welcome your comments. If you have recently 
come to the Amiga from an IBM, v\'hat difficulties did you 
encounter? If you are now having to use an IBM after using only 
an Amiga, what kinds of problems are you having? 
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Keith Cameron 
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(continued from page 56) 

8000 are negative. What are the largest positive and smallest 
negalive word values? 

AND, OR, ETC. 

In addition to the arithmetic operations in the binary system 
there is also a set of Boolean operations for you to use. Named for 
mathematician George Boole these operations include AND, OR, 
Exclusive OR, NOT, etc. You probably won't use any more than the 
first three of these, but here are the rules for several functions: 



OR 

1 

1 1 
1 1 



EOR 
1 

Oil 

10 



HOT 
1 



At first, these rules don't look that informative, but think of them 
this way: 



X MD = X MID 1 = X 

xoao = x X OR 1 = 1 

X EOR I = K EOE Y = 1 



The AND rule, for example, could be used to keep a number 
between and 7; any number AND 7 will always be within this 
range. You can also force a specific bit to 0. If we want bitl in a 
word to be 0, AND the word with lllinOl or FD. All the values 
remain the same except for bitl which will always go to 0. In the 
same manner you can set any bit using OR; if the MSB in a byte 
must always be 1 OR the word with 10000000 or 80, You can even 
combine AND with OR to produce specific required results. 

The EOR function is very interesting and is also the basis for 
simple codes. Since same values EOR'd result in and different 
values EOR'd produce 1, it can be used to toggle values. Keep 
EOR'Ing a counter with 1 and react differently If the result Is or 1. 
This function is also helpful in multiplication or division where a 
positive times positive, or negative times negative result must be 
positii'e while a positive times negative result must be negative. 
Since opposites result in a 1, repeating the EOR on one of the 
original numbers will produce the other number. In other words; X 
EOR Y = Z, Y EOR Z = X and X EOR 2 = Y. Try 11 EOR 9 and then 
EOR that result with 11 or 9. 

CODING A MESSAGE 

You can make a simple code using the EOR principle. First, 
pick a value known only to you and the recipient of your code. 
Then EOR the ASCII value of each letter in your code with the 
secret value and send the result to the other person. The recipient 
now only has to EOR the values in the code with the secret value 
and tiien print the ASCII values or letters. If the code value is 15, 
what would the message "IJNK/NBNUFAH/BNHNUFAJ" decode 
to? 

One final operation that is used In many programs is MOD. 
This produces the result or remainder after dividing by a specific 
number. The equation 11 MOD 7 would equal 4 since division {11 / 
7) gives a result of 1 with a remainder of 4. How do 17 AND 15 and 
17 MOD 15 compare? What about 17 AND 15 and 17 MOD 16? 

lliere's no assembly, language program this month. But use 
the tine until the next article to get an assembler. I guarantee you'll 
be writing, testing, and using an assembly language program 

•AC* 
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oomers 



by The Bandito 



C-UK & CEI in, Samsung out, and NewTek retains 
Amiga loyalty while selling to other platforms. 



\Thcsc itatemcntf and pwji'CfiaiK presi'iUcti in 
"Roomers" ine niiiiors in llic jufrcsf si'iisi'. Tlic 
bits of mformntbu are gathered by a lhinl-pini\/ 
source from whispers inside tlie industry. A! 
press lime, tliese rumors remain unconfirmed 
and are printed for entertainment imtue only. 
Accordingly, the staff and iissxiates of 
Amazing Computing cannot he held 
responsible for the reports made in this column. I 

Raising The Titanic? 

While the Bandito has been monitoring the 
iiir-sea distress frequencies, precious little 
information about the efforts to raise the 
liuik of Commadorc have been broadcast. 
Some coded transmissions hove been 
intercepted, however, and some informa- 
tion can be gleaned. As of this writing, the 
fate of Commodore and (more importantly) 
the Amiga remains undecided. 

Supposedly cash bids had to be on the 
table by July 15, and then the evaluation 
began. Tlie process is still continuing, and 
delays are rampant. From what whispers 
arc about, it seems that some of the bidders 
were given extra lime to come up with the 
cash bond to go along with their bid. The 
trustees set a deatfline to weed out the 
serious bidders from the fan lio\'s; all bids 
to purchase Commodore's holdings had to 
be received in writing and with hefty cash 
deposits b)- July 15th. This made tilings 
difficult, because it turns out that the 
bidders with the most serious interest in all 
of Commodore's assets (who also wanted to 
re\'ive the .Amiga) were the bidders with 



the least financial resources. So the trustees 
granted them some extra time to make up 
their bids. 

Apparently some bids are (as the 
Bandito had heard earlier) consortiums that 
combined forces in order to got \-arious 
pieces of the pie. In fact, some of the 
Bandito's informants claim that a couple of 
the weaker bidders are thinking of 
combining forces; notably, CEI and 
Commodore UK may join their bids to 
present a united front. Don't get all excited 
about this concept, though, because it's 
certainly not confirmed. But you can be 
sure that CEI would look for ways to work 
with Commodore UK if C-UK won the bid. 

Several of the half do/;en interested 
parties ha\e expressed their intention of 
resuming production and distribution of 
CLU-rent .'\miga s>'stems (the A40a0, .A120O 
and CD32) and the de\'elopment of new 
Amiga tecfmology. Of course, the exact 
timetable of such production and develop- 
ment is still cntirelv theoretical at this point. 
CerlainK' producing current Amiga models 
shcHilcin't be too difficult, given sufficient 
capital. De\'eloping new Amigas is not so 
simple, though. 

One important point: we still have no 
clear idea of whore the various pieces of 
Amiga technology u'ill end up. Will the)' bo 
held bv one company, or sold off piece- 
meal? Will Amiga technology be licensed to 
all interested parties, or closely held by one 
company? All of this is still up in the air. 
The Bandito suspects, though, that tlie 
company who ends up with the Amiga 



technology won't be too shy about making 
money from it through licensing. After all, 
whoever starts producing .Amigas again 
will doubtless need all tlie capital they can 
get their hands on. Have you looked at the 
price of television ad^•ert!Sing lately? 

Some of the bidders were getting very 
frustrated by the process. Though that may 
be because most of them were looking for 
extreme fire sale prices, and they «'ere 
disappointed because the trustees wouldn't 
give awav the compan)' for a song. Nice try, 
guys. Why don't you go over and see if 
Atari's for sale yet? 

Samsung Blues 

Tlie conipanv that had long led the rumor 
parade as the purported best chance for the 
Amiga was Samsung. Well, the Bandito 
feels thai was more wishful thinking than 
actual information. According to what the 
Bandito has heard, the actual Samsung bid 
was under $2 million. Not a very serious 
bid, if that's indeed the case. The Bandito 
has heard that Samsung is bidding even 
less novv than it was when the process 
started. Maj'be the true answer lies in 
another tidbit of information the Bandito 
came across. 

It seems that Samsung was never 
interested in making and selling Amigas. 
Their interest {such as it was) lay in various 
pieces of the Amiga technology, specificalh' 
the .AG.A chip set. This would explain why 
their bid was so low; Samsung was only 
interested in one small piece of the pie, so 
they dicin't feel they had to bid as if they 
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Workbench 3 and Updali-d Compiler 
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The Context Bible 



Ecst- Concoridanca. Evety wo/d indexed, 
AND,OR,NOT,XOR. Oulputs with or 
without text to screen, fiio, ot printef, 51 2K 
RAM, NIV. 

Flexible ■ Hypoftoxt. Add virtually unlimited 
notes, marking, instant-jump cross 
references MIV, KJV. Plus commentaries. 
1 M RAM. fncludes Ttninker 
hyperfext/outline-word processor/ 
database program. Wtite sermons, 
commentaries, or a reference Bible. 
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Unlimited 600# support. 

2 year money -back guarantee. 
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wanted the whole thing. Still, in th<? 
Bandito's view S2 million is an au-fu!lv 
small price for something as inportant as 
the AGA chip set. 

Anywny, the point socms to be moot 
now, as the litest data indicates that 
Satnaung has pulled out of the process. 
They may be pursued by the trustees, 
begging them to reconsider and submit a 
real offer for all of Commodore's assets. 
Then again, maybe not. The trustees surely 
have better candidates to deal with, ,ind 
they shouldn't waste their time on a 
reluctant suitor. 

Message Found In A Bottle 

Here's an anecdote that's both amusing and 
depressing at the same time. One of the 
Bandito's well-placed informatte passes 
along the word that the trustees for 
Commodore have actually sent a package 
of materials about the company to 
prospective bidders. No, this isn't to 
companies who have expressed an interest; 
this is to some people that the trustees hoped 
would be interested. Even more interest- 
ingly, this happened well after the bidding 
was already under way. Hmmm, makes the 
Bandito think that the trustees were rather 
desperate to find someone who could offer 
a reasonable bid, don't you ag.-ee? 

But even more fascinating than the 
I'er)' fact of this package being sent were 
the contents thereof. AH sorts tif info was 
included, such as the exact disposition of all 
assets and purported product plans. There 
were reams of spreadsheets, charts, graphs, 
and piles of documents. (No doubt, all 
generated on Amigas... hah. Just kidding. 
These accountant types no doubt use PC 
clones.) There were lots of juicy nuggets 
buried deep within the mass of raw, 
untreated data. Like this one: 

According to this package, Commo- 
dore was planning the oft-rumored .AAA 
Amiga using the Hew!ett-Pacl;ard PA-RISC 
chip by the beginning of 1995. This is 
presented as a work in progress, which the 
savvy buyer could no doubt just step in and 
complete with a minimum of fuss and 
bother. Unfortunately, the document 
doesn't appear to state on which planet or 
alternative universe this hardware exists, 
because it sure doesn't exist anywhere in 
our corner of the space-time continuum. 
These guys must ha\-e had a feiv too many 
Bacardi 15Ts down by the becch in the 
Bahamas. Or perhaps there minds were 
clouded by staring too long at the amount 
of compensation .Vtehdi Ali earned for 
driving a billion-dollar company straight 
into bankruptcy. 



Whate\-er the excuse, it's clear (his 
document bears little rciation to life on 
Earth as we know it. (You'd almost think it 
was written by a Congressman.) It's 
possible that a new hardware design could 
be thrown together in less than a year, 
though by all accounts no such design with 
a PA-RISC processor had actually been 
worked on. Except for the minor annoving 
fact that the AA.A chip set was not com- 
plete, and by the best estimates of 
Commodore's chief engineers, it u'ould take 
another 12 to 18 months to debug it and get 
it ready for manufacturing (at a cost of 
several million dollars). Oh, and then 
there's the little matter of software. Either 
AmigaDOS would have to be completely 
rewritten to work on the PA-RISC chip, or 
an emulation routine would have to be 
written. Either task would take a top>flight 
team of software engineers a couple of years 
to complete. Again, no such project was 
under way. 

So if the rest of the data in the package 
is as reliable as this claim, you might begin 
to understand why the trustees haven't 
managed to unload the assets yet, Anybody 
who does even a modicutn of fact-checking 
would find that the prospectus has more 
holes than Commodore's marketing 
strategy. Let's hope the eventual winners of 
the bidding war have enough sense to sort 
out the truth from the fiction. 

Setting A New Course 

The latest rumor has it that the Commodore 
UK bid has been accepted, though this is not 
as yet confirmed. (The Bandito e,\pects that 
this means that C-UK is the leading 
contender right now, but of course there's a 
million different ways a complex deal like 
this one can fail through.) (Editon note: It 
witi a nunor and at pivis time, no new 
information is nvtiilablc.) From the scuttlebutt, 
the intent of the UK crew (led by David 
Pleasance) is to start producing the entire 
Amiga lino once again, possibly before the 
end of the year. Of course, one might 
reasonably suppose that their first focus 
would be the UK market, where they are 
based. But it's certainlv true that the best 
market for the .A4000 is the United States, 
where Toasters are eagerly awaiting Amigas 
to fit into. 

Now, this would certainly sol\-e the 
problem of the Amiga in the short term, bv 
making available some machines. But this 
isn't like waving a magic wand and 
restoring the .Amiga to life. It's a fact that a 
lot of Amiga distributors and retailers have 
already left the market, and they are 
unlikely to return. If you thought it was 
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hard before to get linrdware and software 
for your Amiga, it'll be even more difficult. 
This is not going to expand market share, 
folks. The new Amiga maker's challenge 
(whoever il mighl be) is to convince 
retailer.'; (either mom and pop .stores or 
mass-market chains) to carry Amigas, and 
this is a big challenge. 

Some minor changes to the Amiga 
product line would help. Drop a 68030 chip 
in the A1200, or e\'en a 68LC040, and make 
sure that there's a hard drive in every unit 
sold, and keep the price under S600 (total 
system with monitor, bundled software and 
printer should be under SIOOO out the 
door). There's a machine thai would sell 
some units. 

For the A4000, drop the price 
substantially. The A4000/030 should be less 
than SIOOO, and the A4000/040 should be 
less than S1500 (those would be complete 
system prices). CD32 should be hitting 
S250, and trying for under S200 as soon as 
possible, .'^nd the new owner needs to 
create retail outlets for all of the Amigas; 
given the past experiences of retailers with 
Amigas, this is n tail order, 

Most importantly, you have to define a 
future for the Amiga and then make It 
happen. Unfortunately, this is the toughest 
job of all, requiring a lot of guts and capital 
and talent. What form should an Amiga 
5000 take? The Bandito has heard a lot of 
speculation. It seems li!<e the most 
achievable design is to use a 68060 as the 
CPU, and either use AGA chips or pick up 
one of the latest, hottest SVGA chip sets 
(with accelerated graphics, including a 
blitter) and rewrite the OS for that. Throw 
in a DSP for 16 bit audio and other useful 
processing functions, and a Fast and Wide 
SCSi-II interface for screaming hard drive 
performance. The toughest part is the 
software engineering; that could take up to 
a veare\'en with a crash effort of experi- 
enced Amiga geniuses. 

Even then, all such an Amiga 5000 
would do is buy you some time while you 
work on the Amiga 6000 and its OS 
support. This machine would be based 
around a RISC chip (perhaps the PowerPC), 
an even better graphics chip set and DSP 
support, and the OS would have to be 
receded along the lines of what Apple has 
done (including full emulation of the 
previous OS for software compatibility). 
The challenge would be to get this done in a 
reasonable lime frame and get software 
developers to write to it. Perhaps using the 
PowerPC would help, since many applica- 
tions are being coded for it already. 
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Some have suggested that the answer 
is to use an existing operating system, such 
as VVindo^vs NT or OS/2. Lea\'ing aside 
aesthetic comments (such as you really 
wouldn't let your ugliest, smelliest dog sit 
on the Windows interface, let alone use it), 
if you don't use AmigaDOS, are you really 
using an Amiga? The answer is no; the 
operating system is really what makes the 
computer sing (literally, in the case of the 
Amiga). What good are a few custom chips 
if you have to go through Windows to get 
to them, and none of the programs take 
advantage of them? 

In any case, the effort to move 
AmigaDOS to another processor would 
require millions in R&D. Can it happen? 
Will the new Amiga owner have the deep 
pocket,s necessary to make this happen? 
We'll just have to wait and see. 

NewTek News 

Those of you who are familiar with the 
elasticity of product release deadlines in the 
high-tech business will not be at all 
surprised to learn that NewTek's Flyer (the 
"Tapcless Editor" that works with the 
Video Toaster) has been delayed. Initially 
NewTek planned to release it in the 
summer, but obviously that date has gone 



to the great Release Date Gra\'eyard 
rumored to be someu'here in Seattle, 
Washington (conveniently close to 
Microsoft headquarters). What's the latest 
word? It looks like the beta version won't 
go out to dealers until November or 
December; when those arrive, production 
models should be expected within six to 
eight weeks. 
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Low-cost , Full-featured 
interactive Authoring System 

VideoStage Pro sports rlozi;ns of features not found on any other author- 
ing system. An eusy-(o-uso interface, wide variety of professional 
quality transitions, timeline view and nieeties such as automatic chec<ing 
for video "hot colors" make creating aniin;iled titles and syncing sound 
to graphics and animations a snap. Over 60 iransilions. backdrops, fonts 
and button brushes give you the tools to get you started today! Plus use 
ar»y of your own IFF or Anitii 5 file.s. Support for se\eral sound forirais 
including AudioMasier and MODS. Create stand-alone kiosks or add 
remote control feature of VideoStage Pro + and remotely manage mult- 
iple kisoks via modem or networks plus scheduled show piay and more! 



Video Stage Pro is clear and very easy to get the hang of h's probably 
easier to use than the Workbench." 

"VideoStage Pro can be used on so many different levels. You can create 
snazzy logos for your home videos, or produce professional presentations" 
Amiga Format Marih l'J94 



VideoStage Pro $179.95 MSRP VideoStatie Pro + $499.95 MSRP 



Upgrades from VideoTlllcr or ANIMagie to VideoStage Pro available 



Distributed in Canadu h\ 
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Why the delay? Problems with the 
availability of key parts are a contributing 
factor, along with (as you might expect) 
those peskv engineermg problems (AKA 
bugs). Along tlie wa\', NewTek has raised 
the price tag to S4995 (a SIOOO increase). 
Also, you'll have to buy special hard dri\fes 
from NewTek {two 1,7 gig drix'es) and that 
brings the cost up to $8000. Not bad for a 
non-linear editing svstem, but still a hefty 
hit on \'our wallet. There ^von't bo man\' 
casual hobbyists picking this uji, says the 
Bandito. Forget about editing those videos 
of \our last part\', imless vou'\e got a lot of 
money burning a hole in your budget. 

You also have to wonder how nianv 
Flyers can be sold as long as there are no 
new .'\migas to put them in. Sure, there's an 
installed base of Toaster owners, and 
certainly many of them are interested in 
non-lineai editing solutions (particularlv 
with the Flyer's attracti\'e price-perfor- 
mance compared to other non-linear 
systems). But once you've taken care of 
demand from the installed base, you're left 
with sales to new o^vmers. And there ^von't 
be manv of those until such time as new 
Amiga 400n's are being offered for sale in 
the US. .And that mav not happen until 
1995, or indeed it may never happen. 

Perhaps with these considerations 
weighing on their minds, NewTek has 



announced that the premier jewel in the 
Video Toaster's crown is being made 
available on other platforms, '^'es, 
Lightwave 4.0 has been amiounced not only 
for the .Amiga, but also for Windows/ 
Windows NT and SGI machines. When will 
these new versions be out? The best 
eslitnafes say early 1995, and just coinciden- 
tally all versions of Lightwave will be 
priced at S995. 

The interface and features of 
Lightwave will be as identical as possible 
on all platforms. This has occasioned a great 
deal of excitement among Lightwave fans, 
especially among power users who depend 
on Lighhva\'c for broadcast production. 
Why the excitement? Because when these 
new versions of Lightwa\'c ship, these 
power users will be able to ge: a lot more 
rendering power than an Amiga can 
provide, and they also don't ha\-e to worrv 
about whether or not Amigas will be 
aroLind anv longer. 

At the same time as this announce- 
ment, Tim Jenison stated that the Toaster is 
not in development for anv other platform. 
So if the Amiga fails to revi\'e, then 
essentially NewTek becomes the Lightwave 
company. After all, e\'en v\'ith the Flyer 
there are only so many Video Toaster 
owners to sell it to. .And according to 
reports, the Flyer is also not under 



development for any other platform. Oh, 
sure, there are a lot of Toasters out there 
already. But how man}' of them are going to 
want to take an 58,000 flyer on a Flyer when 
there is no way to get a replacement Amiga 
if their computer breaks? This is ,i signifi- 
caitt problem. 

And the unbundling of Lightwave 
isn't going to heip Toaster sales any. In fact, 
if indeed any Toasters are selling right now 
in the absence of new Amigas, the \'ery 
announcement of Lightwave's availability 
on other platforms will no doubt cut into 
their remaining sales. Manv owners 
consider the Toaster to be merely a dongle 
that lets them run Lightwave (a fact that 
explains the existence of Ligh(Ra\'e), 
Foundation Imaging, the company that 
does all the Babylon 5 graphics using 
Lightwave (and not incidentally owns 
dozens of Toasters) is already planning to 
.switch over to PCs or SCd inachines. Other 
heavy-duty Lightwave users can be 
expected to do the same thing. While this is 
good news for NewTek (because thev'll sell 
more .software), it's not great news for the 
professional Amiga market. One of the 
more impiortant reasons to buy an Amiga — 
Light^va\'e — is no longer a rea.son to buv 
an -Amiga. 

The Video Toaster is still an important 
reason to buy an Amiga (if vou could buv 
an Amiga, that is). But the rest of the 
market isn't standing still; other products 
are threatening the Toaster's spot as king of 
inexpensive video production. FAST has a 
new low-cost Video Machine for well under 
$1000, and their higher-end solutions for 
$4000 (Mac and PC) are getting better. And 
there will be more competition, you can bet 
on that. The Toaster may need to move to 
another platform for its long-term survival, 
if the .Amiga isn't being sold any more. Aitd 
even if the Toaster does make the move, it'll 
be in for a tough fight. Other companies 
will have been in the PC market for some 
time, and they'll be occupying the high 
ground. NewTek had better buy more 
ammunition... 

•AC- 
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Front Ending C 



b]/ Randy Finch 



Create an interface for your C programs 
with an easy-to-use authoring tool. 



As many of you know, C is ti very good higher level language 
for writing speedy applications. Typically, however, there are just a 
few places within the program code where this speed is critical, i.e. 
important from the user perspective. Usually, handling input from 
the user through on application's interface is not one of these 
critical points. One then might ask, "Could I build the interface 
using an interactive authoring tool .such as HELM or CanDo, write 
the speed critical parts in C, and then combine the two?" The logic 
behind this is that an interface is easier to build with an authoring 
tool than with C. Even if an interface creation tool kit that writes C 
code for you is used, it is sometimes confusing adding the c\'ent 
handling. In this article, I show you one way an authoring tool can 
be used to build a fronS end to a speed critical C application. There 
are not many applications that are as floating point math intensive 
as those that plot the Mandelbrot set and Julia sets. I wrote the core 
calculations for such an application in 5AS/C 6.50 and then added 
a user interface designed in CanDo 2.51. To point out the speed 
ad\'antages of writing the calculations in C as opposed to CanDo's 
scripting language, 1 have also written the calculations in CanDo so 
a speed comparison can be done. 

The Mandelbrot Set and Julia Sets 

For those of you unfamiliar with the Mandelbrot set and Julia 
sets (where have you been the last 10 years, under a rock?), 1 now 
give a brief explanation. The Mandelbrot set is a mathematical 
entity known as a fractal. It can be defined semi-formally as the set 
of all points, ci, in the complex piano such that the value of z in the 
iteration formula zn+1 = zn2 + ci remains bounded as n approaches 
infinity for an initial value of z (zO) of 0+Oi. It can be shown that if 
the distance of z from the origin ever exceeds two, then the value of 
2 approaches infinity as n approaches infinity and is therefore not 
bounded. 

Julia sets are fractals also and are similar to the Mandelbrot 
set. However, there are an infinite number of Julia sets whereas 
there is only one Mandelbrot set. There is one Julia set for each 
value of ci in the complex plane. The Julia set for a particular value 
of ci is the set of all points, z, in the complex plane such that the 




value of z in the iteration formula zn+1 = zn2 + ci remains bounded 
as n approaches infinity. 

Well, so much for definitions. If you ha\'e seen any 
Mandelbrot or Julia set plots, you know that the points that make 
up the set are usually not the main point of interest; the paints 
immediately surrounding the set are. Typically, the points 
belonging to the set are all one color and the points nearby are 
colored differently based on the number of iterations necessary to 
cause the distance of the point z from the origin to exceed two. This 
results in an image like that shown in Figure 1, which is the 
Mandelbrot set. Since the criteria for ceasing the iterations of the 
equation is that the distance of the point from the origin be greater 
than two, the image consists of a circle of radius two with inner 
distorted circles of decreasing radius. As the number of iterations 
approaches infinity, the distorted circles approach the shape of the 
outline of the Mandelbrot set. The same holds true for Julia sets. Of 
course, any program that actually carried the iterations to infinity 
would never end; therefore, a limit is specified. The number of 
iterations it takes to cause the distance of z from the origin to 
exceed two is known as the dwell of the point ci (z for a Julia set). 
The iteration limit is known as the maximum dwell or dwell limit. 
All points that allow the equation to be iterated the number of times 
specified by the maximum dwell are assumed to be a member of 
the Mandelbrot or Julia sot being calculated. My program, 
CanDoMJ, allows the user to set the maximum dwell at either 15, 
31, 63, or 127 via a meiiu selection. The larger this value is, the more 
accurate the plot will be but the longer it will take to calculate 
points close to and in the set. Let's now take a look at the CanDoMJ 
program. It is shown in Listing I. 

Ttie CanDoMJ Deck 

The CanDoMJ deck consists of two cards: MJSettings and 
MJI'IotPic. The former is the main user interface where various 
settings related to the type of plot to generate can be entered. This 
card is the first to appear when the program begins execution. The 
latter is used for actually plotting the Mandelbrot or Juha set. 
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Figure 1. Mandelbrot Set (Max Dwell=31) 



Figure 2. CanDoMJ User Interface (MJSettings Card) 
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Figure 3 (left). Menu creation requester hierarchy in CanDo. 
Figure 4 (above). Julia Set with Resolution=4. 



The MJSettings Card 

This card is shown in Figure 2. II consists of six text fields, one 
image button, two text buttons, and one menu containing four 
menu items. Some of these items also have sub items associnted 
with them. The card also has BeforeAttachment and 
AfterAttachment scripts as well as a local routine named 
DrawMJPic. 

The BeforeAttachment Script for the MJSettings Card 

This script executes just before the card is displayed. It checks 
to see if this is the first time the script has been executed (Invoca- 
tion=0; all uninitialized variables default to a value of zero) and, if 
it is, sets default values for the maximum dwell, plot resolution, 
and plot type. These defaults can be changed via menu selections. 
The value of Invocation is set to one so these defaults will not be set 
again while the program is running. 

The AfterAttachment Script for the MJSettfngs Card 

This script first removes the check mark from all menu sub 
items and then adds a check mark to the appropriate sub items as 
determined by the current values of MaxDwell, Resolution, and 
PlotType. This is neces.sary since CanDo automatically puts check 
marks on the sub items with their Checked property set at design 
time. Next, the value of the first argument passed to the card, Argl, 
is checked. If it is equal to "Reset", the six text fields are filled in 
with the current values of six variables, if this is not done, CanDo 
will automatically fill in the fields with the default values specified 
at design time. Finally, all of the text for the card (see Figure 2) is 
displayed. 

The Text Fields 

The six text fields are named Low Real, HighReal, Lowlmag, 
Highlmag, JRenl, and jlmag. The first four fields (on the right side 
of the card) are for entering floating point numbers that define the 
rectangular plot region on the complex plane. The default values 
for these fields are -2.9, 2.9, -2.0, and 2.0, respectively. The JReal and 
Jlmag text fields (on the lower left corner of the card) are for 
entering floating point numbers that define the complex value, ci, 
that is used when plotting a Julia set. The default values are 0.5 and 
0.0, respectively. 

All six text fields have an OnRelease event script that simply 
activates the next field in sequence. This eliminates the need to 
activate each field by mouse clicking between entries. Be aware that 
the text fields will allow any alphanumeric character to be entered 
into the field. It would be nice if INOVAtronics would add a 
masked input field object to CanDo or, more preferably, provide a 



KeyPress event for field objects. The latter feature would allov\' a 
script to be executed each time the user presses a key while 
entering text into a field. This would allow programmer filtering of 
user input. 

The image and Text Buttons 

The image button is named SeeMJPic and appears on the left 
side of the card. Clicking on the button causes the last generated 
plot to be displayed. The image for this button is a brush named 
CanDoMJButton.br. The OnRelease script for this button executes 
the routine DrawMJPic, passing the argument "SEE" to it. 

The hvo text buttons are named GOC and GO, Thev appear in 
the lower right corner of the card. The former is used to generate a 
plot by calling a C program; the latter is used to generate the same 
plot Using CanDo code. The OnRelease scripts for these buttons 
execute the DrawMJPic routine, passing arguments of "GOC" and 
"GO" respectivcly. 

The DrawMJPic Routine 

This routine extracts the text from each text field on the card 
and assigns their values to six appropriately named global 
variables. It then activates the MJI^lotPic card, passing to it the 
argument that was passed to the routine itself. The content of the 
fields must be assigned to variables because the MJPlotPic card 
know.s nothing of the fields on the MJSettings card but can access 
global variables. 

The F'lotlnfo Menu 

The MJSettings card has one menu structure named Plotlnfo 
that contains four menu items. Some of the menu items ha\'e sub 
items. T!ie menu structure looks like this: 
Plotlnfo 

Max Dwell 
15 
31 
63 
127 
Resolution 
1 
2 
4 
8 
Plot Type 

Mandelbrot 
Julia 
Default Settings 
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Figure 5. MJPIotPic Cord with Change Palette Requester 



Figure 6. Julia Set (Max Dweil=63, c =-0.75+0. li) 



Each selectable menu item or sub itum has a shortcut key associated 
with it. Thov are shown in the definition sections of the menu 
objects in Listing 1. 

The mer\u sub items under Max Dweil are mutually exclusive; 
only one item can be active at a time. A check mark appears next to 
the selected value. Hovve\'er, CanDo does not automatically handle 
mutuallv exclusive menu sub items. It will check the selected item, 
but it will not remove the check mark from any of the other items. 
This must be done by the programmer. As you can see from the 
Occurred scripts of the sub items (named MD15, MD31, MD63, and 
MD127), not only is the value of MaxDvvell set, but the non-selected 
sub items have their check marks remo\ed using the SetObjectState 
command. The same procedure is used b}' the sub items for 
Resolution and Plot Type. For the check marks to appear and 
disappear properly, be sure that the Checkmark property of the sub 
items are set at design time (see Figure 3). 

The definition of maximum dwell has already been given and 
will not be discussed further. The meaning of plot type is obvious. 
So, let's discuss resolution. 

The value of Resolution can bo 1, 2, 4, or 8. When the value of 
Resolution is N, then an NxN pixel area will be drawn on screen for 
each calculated point in the Mandelbrot or Julia set. Thus, if 
Resolution is equal to 4, a 4x4 block of pixels will be colored for 
each calculated point. Tlnis allows rough but quick piots to be 
generated before actually plotting with a resolution of 1 . Figure 4 
shows a Julia set plot with a resolution of 4. 

When the Default Settings menu item is selected, the text 
fields containing the plot range and ci value are set to their default 
values. This is accomplished bv roacti\'ating the MJScttings card 
without passing the "Reset" argument (see earlier discussion of the 
AfterAltachment script). 

When creating a menu structure in CanDo, several levels of 
requesters must be filled in to create the menu items arid sub items- 
Thesc different requesters are shown together in Figure 3. Stepping 
through these requesters when creating a complex menu structure 
can be confusing. 1 would like to see these requesters combined into 
one well thought out requester. 

The MJPiotPic Card 

This card consists of a 320x200 32-color window with no 
system window objects. Thus, the card appears totally blank. 
However, the card does have one area button named .NewRange 
and one menu structure named Options. The card aiso has an 
AfterAltachment script. 



The AfterAttachment Script for the MJPIotPic Card 

This script first checks the value of Argl. If it is equal to "GO", 
a plot is generated with CanDo code. If it is equal to "GOC", a plot 
is generated using the C program, CanDoMJC. If it is equal to 
"SEE", the last generated plot is displayed. 

If CanDo code is to be used to generate a plot, several 
variables are initialized, and either a Mandelbrot set or a Julia set 
plot is created depending on the value of PlotType. I leave it to you 
to follow through the code and see how it implements the formulas 
given at the beginning of this article. Several references are also 
given at the end of this article. 

If the C program, CanDoMJC, is to be used to generate a plot, 
an AmigaDOS command line string is built up using several string 
concatenation operations anct then executed using the Dos 
command. The final command will look something like this: 

RCF;C_Progs/CanDoMJC/CanDoMJC 38! 1064 31 2 -2.9 2.9 -2.0 2.0 
J -0.5 0.0 

The zeroth parameter (as viewed by the C program) is the path and 
filename of the C program. Tlie first parameter is the memory 
address of the Window data structure for the MJPIotPic card. This 
address is available through the CanDo system variable, 
WindowAddress. The second and third parameters are the values 
of MaxDivell and Resolution. The fourth through seventh param- 
eters are the values representing the plot range. The eighth 
parameter is the plot type, M or J. Finally, the ninth and tenth 
parameters are the real and imaginary parts of the ci value used in 
Julia set plots. The C program is described below. 

If the user just wants to view the last generated plot, then the 
file ram:CanDoMJPic, which is used to store the last plot (see 
below), is loaded into the MJPic buffer and displayed. Be aware that 
if no plot has yet been generated, the file ram:CanDoMJPic will not 
exist. In this case, CanDo will automatically display a file requester 
so the user can make a selection. Also, if you use TheMultiBinder to 
create a tool from this deck, do not include CanDoMJPic during the 
binding process. If you do, TheMultiBinder will add the current 
picture in this file to the bound deck. This prevents the program 
from loading the file each time it is to be displayed, thus always 
showing the same picture. 

The NewRange Area Button 

This button allows the user to click the left mouse button at 
any location on the screen, drag out a rectangle, and then release 
the button. By doing so, a new plotting range is set based on the 
rectangle boundaries. The button is 320x200 pixels in si^e and has 
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no highlighting or border. Therefore, it covers the entire card and is 
invisible. The only reason ior its existence is to dett-ct mouse button 
clicks and movements. Neither the window object nor the card can 
handle mouse events. Thus, the entire card has to be covered with 
an invisible area button. The button has three scripts to allow it to 
function properly: OnClick, OnDrag, and OnRelease. OnClick 
executes when the left mouse button is pressed, OnDrag executes as 
the mouse is moved about while continuing to hold down the left 
mouse button, and OnRelease executes when the left mouse button 
is released. 

The OnClick script determines the current location of the 
mouse from the system variables MousoX and Moused'. Also, the 
width and height of the rectangle are set to zero, the draw mode is 
sot to COMPLEMENT, and an initial rectangle is drawn. As the 
mouse is moved, the OnDrag script executes over and over. It first 
draws another rectangle over top of the previously drawn 
rectangle. Since the draw mode is COMPLEMENT, this causes the 
previous rectangle to disappear. Next, the rectangle width and 
height are updated and another rectangle is drawn. This gi^■es the 
appearance on screen that the rectangle is elastic and is stretching 
to match the mouse movements. This continues until the left mouse 
button is released. The OnRelease script first draws one final 
rectangle to erase the last one drawn. It then updates the real and 
imaginan,' plot ranges based on the boundaries of the rectangle. 
Next, the current pichare is moved into buffer MJPic and saved to 
file ram:CanDoMJPic so that it can be recalled later if needed. 
Finally, card MJScttings is activated, passing an argument of 
"Reset" so the plot boundary fields will be updated. Be aware that 
the code only provides for the rectangle to be drawn from upper 
left to lower right, Trying to create the rectangle any other way vvill 
cause high and low values to be interchanged, thus producing 
upside down and backward plots. 

The Options Menu 

The MJPlotPic card has one menu structure named Options 
that contains three menu items. The menu structure looks like this: 
Options 

Save Picture 

Set Colors 

To Settings 

Each menu item has a shortcut key associated with it. They are 
shown in the definition sections of the menu objects in Listing 1. 

When Sa\e Picture is selected, a file requester is displayed, 
allowing the user to select a filename to which to save the current 
plot. This is useful if you would like to move the picture into a 
paint or image processing software package for modifications. 

When Set Colors is selected, the ChangePalette card in the 
ColorChange deck is opened as a requester, allowing the user to 
modify the colors of the plot {see Figure 5). The ColorChange deck 
was described in another one of my articles (AC 9.5). 

When To Settings is selected, the current plot is sa\'ed to the 
temporary file ram:CanDo.MjPic for later recall, and the MJSettings 
card is activated. 

The CanDoMJC C Program 

This program consists of two source files: a header file named 
CanDoMJC.h and the main file named CanDoMJC.c. The former is 
shown in Listing 2, the latter in Listing 3, 

CanDoMJC.h, which is #included by CanDoMJC.c, Sincludes 
several system header files, ^defines some macro variables, and 
declares some useful structures. It also contains two functions for 
opening and closing the intuition and graphics system libraries. 

CanDoMJC.c contains two functions in addition to the 
mandatory main function, The first is named MJPlot. It is used to 



plot the requested Mandelbrot or Julia set. If you are familiar with 
C programming, you wil! see that the code is very similar to the 
CanE'o plotting code in the .AfterAttachment script for the 
MJPlotPic card. In fact, the algorithms arc exactly the same and will 
produce identical plots for the same settings. The second additional 
function is named SetComplexRange and simply fills in a 
ComplexRange data structure with four floating point values 
passed as parameters to the function. 

The main function declares several variables, calls the 
OpenLibraries function (see CanDoMJC.h), and then reads and 
converts all of the parameter strings passed to the program from 
the CinDo deck. The first parameter is the address of the Window 
data structure for the MJPlotPic card. The string is converted to an 
unsigned long integer which in turn is converted to a pointer to a 
Window data structure. With this address, the C program can draw 
directly on the MJPlotPic card. The remaining parameters are as 
described earlier and have their data types converted appropri- 
ately. Once the parameters are read (note that the last two param- 
eters are only read if a Julia set plot is requested), the .Mandelbrot or 
Julia set is plotted. Aftenvards, the CloseLibraries function (see 
CanDnMJCh) is called and the program ends. 

The CanDoMJC program was compiled as shown in the 
listings with no errors or warnings using the SAS/C Development 
System Version 6,50, The compiler options were set such that the 
program uses the IEEE floating point libraries supplied with 
AmigaDOS. These are the same libraries used by CanDo for its 
floating point calculations. Thus the CanDo and C code are on 
equal footing when it comes to the actual floahng point caicula- 
tions. The difference in speed comes from the C code being 
compiled whereas the CanDo code is only semi-compiled. Also, 
CanDo spends time converting between data types whereas C uses 
\'ariables with predetermined data t}.-pes. 

Speed Comparisons 

As suspected, the C code generated plots quite a bit faster than 
did the CanDo code. The plot times discussed below apply to mv 
Amig,- 2000 with a 68030/68882 28MHz GVP accelerator card. 

In general, the C code executed about 40-50 times faster than 
the CanDo code. For instance, the Mandelbrot set shown in Figure 1 
(maximum dwell of 31) took 50 seconds to generate with the C code 
and 41 minutes to generate with CanDo code. The Julia set in 
Figure 6 (maximum dwell of 63) took 55 seconds in C and 38 
minutes in CanDo. Thus, for floating point math intensive CanDo 
programs, it is adv'isable to write a C language support program to 
enhance the performance. 

Other Front Ending IVIethods 

CanDoMJ has a very simple link to its back end C program, it 
simply passes a window address along with some other numerical 
values to the C program. Tlic C program docs its thing and then 
exits. In other programs, there may need to be a two-way commu- 
nication bet%veen the front end program and the C program. In this 
case, data could be transferred between programs \'ia data files on 
the RAM: device. Or, if more sophisticated communications are 
needed, ARexx communications could be added to the C program. 
Of cou;-se, the authoring tool used for the front end would also 
need to support ARexx communications. CanDo does, 

IVlore IVIandelbrot and Julio Set Information 

If you have an interest in Mandelbrot or Julia sets, then you 
might want a subscription to AMYGD.ALA. This is a newsletter 
devoted to fractals, especially the Mandelbrot set, and is published 
by Rolb Silver, Box 219, San Cristobal, NM 85764. A 35mm slide 
supplement is also available. 
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There are m.iny books (in llie iivirkL'l that discuss the 
Mandelbrot set, Julia sets, and fractals in general. Below is a list of 
se^'eral I own that you might find interesting. 

Barnsley, Michael; Fractals Everywhere; Academic Press 198S. 
Barnsley, Michael F. and Hurd, Lyman P.; Tractal imaj^e Compres- 
sion; AK I'eters 1<593. 

Cvitanovic, Predrag; Universality in Chaos; Adam Hilgor Ltd. 1984. 
Feder, Jens: Fractals; Plenum Press 1988. 
Gleick, James; Chaos: Making a New Science; Viking 1987. 
Mandclbrnl, Benoit B.; The Fractal Geometry of Nature; W.H. 
Freeman & Co. 1983. 

Oliver, Dick; FractalVision: Put Fractals to Work for You; SAMS 
Publishing 1992. 

Peitgen, Heinz-Otto, Jurgens, Hartmut, and Saupe, Dietmar; 
Fractals for the Classroom: Parti Introduction to Fractals and 
Chaos; Springcr-Verlag 1992. 

Peitgen, H.-O. and Richter, P.H.; The Beautv of Fractals; Springer- 
Verlag 1 986. 

Peitgen, H.-O, and Saupe, D,; The Science of Fractal Images; 
Springer-Verlag 1988. 

Sparrow, Colin; The Lorenz Equations: Bifurcations, Chaos, and 
Strange Attractors; Springer-Verlag 1982. 

Stevens, Roger T.; Fractal Programming in C; M&T Publishing, Inc. 
1989. 

Thompson, J.M.T. and Stewart, H.B.; Nonlinear Dynamics and 
Chaos; John Wiley and Sons 1986. 



Listina: 



Listing 1 



Listing l. CanDoMJ E«cJe 



Deck ■'CaflUoKJ" 
TiifiB 15:36:09 
Dace 03/05/94 



* Card[s) in decJc. 

* Card "MJPlotPic" 

* Card "MJSettlnfffl" 

* « ■"* It- # 4"* *"* ■ * • 

* 2 Cardts). 2 vers printed. 



* EJaCural order of Cards 
■* Card "HJSettings" 

* Card "HJPlotPic" 



******'*« 



************* 

* Thero a,ro no Clcfbul routines in thia dact. 



Card "MJPlotPic" 

AfterAttachment ; used to be AfterStartup 
Kop jDraw picture using CanDo code 
If Argl="GO" 

SetDr^wKode JAH2 

Let SPi= (HR-Lfl) 'Seenlution/ [WindowWldth-l) 
Let SI=(KI-Iil! •Reaolution/ (WlndOwHfii(rht-lli 
Let HC=Windci--CDlors-l 
Let LCaO 

Nop ; Begin iterations 
Let X=0 
Let Y=0 
Let RbLH 
Let 1=HI 
Nop ;PloC Mandelbrot set 



If PlotType="M" 

While Y cWindowHeight 
While x<windowWidth 
Let LoapH=0 
Let Loopl=0 
Let Count =0 
Loop 

Let TempsLoopR* LoopR- LoopI *LoopI+R 
Let LoQpl^2*LoopR*LoopI+I 
Let Loop R= Temp 
I £ ( LoopR'LOOpRtLoopI ' LoopI ) >4 . 

Exit Loop 
Sndl£ 

Let Count =Couiit+l 
Until Count >=HaxDwell 
Set Pen Count 
If Resclutlon^l 
DrawPixel X,y 
Else 

AreaRectangle x,Y, Reaolution, Resolution 
Sndif 

Let X=X+EeBolution 
Let R^R+SR 
EndLoop 
Let X»0 
Let R*LR 

X^t VsY+Resolution 
Let I=I-Si 
EndLoop 

Nop [Plot Julia Bet 
Elaelf Plot'rype = "J" 
While YtWindowHeight 
While X<WindawWidch 
Let LoopRsfl 
Let LoopI=I 
Let CDunt-O 
Loop 

If (LoopR*LoopR-LoDpr*LoOpIl >4.0 

ExitLoop 
Endlf 

Let Count^Count+l 

Lot reinp=LoopH*LoapB -Loopi " LdqpI+JR 
Let LoopI e2"LoopR*LoopI+Ji 
Let LoopR^Tecp 
Uncil Couno-Haxl^'ell 
SetPen Count 
If Resolutions! 
DrawPijtel x,Y 
Else 

AreaReCtacL^le X,Y, Resolution iResolut ion 
BndlE 

Let XrX-^- Re solution 
Let R=R+SR 
EndLoop 
Let X-0 
Let R-LR 

Let Y=Y+ReEolution 
Let I=i-Si 
EndLoop 
Endlf 

Hop ;Draw picture using C code 
Elself Ar9l="G0C" 

Let Comaa,nd^"RCF:C_Progs/CanDoHJC/CanDoKJC " 
Let Cctainand=Ca:nrr,andMWindowAddrBS3M " " 
Let Ca33nand=CoaEQand| IHaxDMelll I" " 
Let Coinaand=Coiiiiiaiidl IReaolutlonI I" " 

Let Coniniand=Comniaiidl ILHI I" "IIKRII" "IILIII" "IIHtll" " 
Let ConmiandsCoiimaTidl IPlotTypel I" " 
Let CommandsCoiOcandi I JRI I" " I IJI 
Do a Conrnand 
Elself Argl-'-EEE" 

LoadPicture "rani;CaiiDoMJPic", "HJPic" 
ShowPicture "MJPic" 
Endlf 
EndScript 

Window "UserWindow" 
Definition 
Origin 0,0 
Size 320,200 
Title "" 

KumberOf Colors 32,69632 

WindowColors 0,1,0 ; Detail, Blockr RacJc ground 
HindowCbjecta NONE 

WindowFlags ACTIVATE BORDERLESS SBPARATESCREEM TOFHONT 
EndScript 
OnCloseButton 

Ouit 
EndScript 
End Object 

AreaButton "JlewRange" 
Definition 
Origin 0,0 
Size 320,200 
Border NOME .2, 
Highlight KOHE 



BorderScylef HainPen, ExtraPen 
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ButtonFlaaa nCiiJZ 
EndScrlpt 
Onclick 

Let: SeginX-MouseX 
Ler 3eginV=MouseY 
Let CurrWsO 
Let CurrH^O 

SetDra>.tIode COMPLEMENT 

DrawRectangle EeginX, BeginY. CurrW, CurrH 
EndScript. 
OnDrag 

If HousBX'C>(CurrW+BegiiiKJ or MauaeYo^CurrH+BeglnY) 
PravrRecC angle BeginX, EeginY, CuxEWrCurrH 
Let CurrWsMouseX-BeginX 
Let CurrH=Mou3eY-BeginY 
DrawRectangle BeginX , BeginY, CurrW, CurrH 
Endlf 
EndScript 

DrawHectangle EeginX, BeginY , CurrW, CurrH 
L&t Te!:5:=LR+(HR-LR)«SeginX/IWindoWWidch-ll 
Let HR=LRy ( HR-LR 1 * ( BeginX +CurrW) / { windowwidth-l ) 
Let LRsTeinp 
Let Temp^HI- (HI-LI)* (Beginr+CurEH)/(windo¥Height-l) 
Let HI=HI-lHI-LIl*BaglnY/{WiEaqwffeight-l} 
Let LI=Teinj) 
ClipPicture nUfiC 

SavePiccure "KJPic", "raEiiCaoDOHJPic" 
GotoCard "HJSet.cings","Eeast" 
EndScript 
End Object 

TextMenu "SavePic" 
Definition 

AttecbTo HEHU , "Options" 
Font "topaz'%8 ; FontHaiae, PointSiia 
PrintStyle PLAIH ,2,3 ; Style, Panl, Pen2 
TextColors 0,1,HOS.MAL ; PenA, PenB, DrawMode 
Text " Save Picture " 
KenuFlaga HONE 
Highlight COMPLEMEJJT 
ShortCutKey "S" 
EndScript 
Occurred 

Let FHKew=AB>LF{jrFiIeNanie[FH, "Save Picture") 
If FSNewo"" 
Let F!li=FMHeirf 
ClipPicture "KJPic" 
SavePicture "HJPic",ra 
End IE 
EndScript 
Endobject 

TextMenu "SetColors" 
Definition 

AttachTo MENU ."Options" 
Fant "topaz", B ; FontName, PointSize 
PrintStyle PLAIN ,2.1 ; Style, Penl, Pan2 
TextColors 0,1, NORMAL ; PenA, PenB, DrawMode 
Text " Set Colors " 
HenuFlags KOKE 
Highlight COHPLEKEKT 
ShortCutKey "C" 
EndScript 
Occurred 

LoadSiLbEeck "CanDo : Decks /ColorChanga ", "CC" 
OpenRetjuester "CC". "ChangePaLette" 
EndScript 
EndObject 

TexcHenu "TcMJSettingH" 
Definition 

XttaciiTo KEKU , "Options" 
Font "tcpaz",fl ; FontNanKr PointSize 
PrintStyle PLAIN ,2,3 ; Style, Penl, Pen2 
TextColora 0,1, NORMAL ; PenA, PenB, DrawMode 
Text " To Settings " 
HenuFlags NONE 
Highlight COMPLEMENT 
ShortCutKey "T" 
EndScript 
Occurred 

ClipPicture "MJPiC* 
SavePicture "MJPic'',''rani:CaiilXiHJPic" 
GotoCard "MJSettinga" , "Reset" 
EndScript 
EndObj ect 
* End o£ Card "MJPlotPic" 



Card "MJSet ting's" 

Be EoreAttachment ,- used to be Onstju'tup 
If InvocationrO 
Let HaxDvrallalS 
Let RejolutioDal 
Let Plot5*ype«"M^ 
Endlf 



Let Invocations! 
EndScript 
AfteiAttachnent ; used to b« Afterstartup 

Nop .'Remove check s^xk Eron all taenu subitens 
SetiObjectState "MDIS-'^OFF 
setobJBctState "KDil'^OFF 
SetObjectstate ''HD63'',OFF 
SerObjectState "HDi2?",0FF 
SetObjectState '■RES1",0ff 
SBt, Object State "RES2'',Dff 
SatObjectState "RES4",off 
SetObjectState '■RESe",OFF 
SetiOb j ectState "HaniSelbrot" , off 
SecObjectStatB "Julia", OFF 

Nop ;E^t check niarX on appropriate Esenu subiteaa 
Sei.Qbjectstate "OT-I IKaxDwell.ON 
Set.ObjectState "HeS"! I Resolution, OK 
If PlotTypQ«''H'' 

iietObjectState "Mandelbrot", ON 
Els<2 

EetObjectStflte "Julia", ON 
Endtf 

Nop :Set text entries if they changed 
If Arglu-'Reset" 

SetText "LowReal",LR 
SetTHxt "HighReal'*,HR 
SetXext ''LowInag",LI 
EetText "HJghIirig",HI 
SatText "JReal", JK 
£ etText " Jlmag" , jl 
End::f 

SatPrlntFont "CGTimes",20 
SetPrintStyle EMflO$SED ,2,11 
Setl'en 1,0 
Set:3rawHade JAMl 

PrintText "MMmsLaROT OR JULIA SET BO[JHDARIES",220, 18 
SetPrintFont "Pearl", 11 
Set?rintStyle BOLD EMBOSSED ,2.6 
SetPen 1,0 
SetDrawMode JAMl 

PrintText " Low Real Valuei",227, 56 

PriiitText " High Real Value:", 227, 66 

Pri:itText " Low Imaginary Value:", 227, 116 
PrintText "High Imaginary Value:", 227, 146 
PrintText "Julia Real Value:", 12, IfiB 
PrintText "Julia liaag Value:", 12, 183 
SetlririntFoat "Pearl", B 
SetPrintStyle EMBOSSED ,2,3 
Setten 1,Q 
SetDrawMode JAHl 
PrintText "See Picture", 73, 149 
EndScript 
Rout ir-e "DrawHJPic" 

Let LRaTextFromC'LowReal") 
Let ilK=TextFroiii("Highaeal") 
Let LlaTextFroniCLowIaag") 
Let Hl=Text Promt "Highlmap" ) 
Let JRsTexcFromCJReal") 
Let JI =Text From ( ■"Jlmag " ) 
GoteiCard "HJPlotPic^,Arol 
EndScript 

Windo*' "UserWindow" 
Definition 
Origin 0,0 
Size 640,200 
Title "CanDoKJ" 
HiiiriMrQfColora 16,102400 

W:.ndowColors 0,1,0 ,- Detail, Block, Background 
windowObjects CLOSEBUTTOK 

W:.ndovFlagB ACTIVATE SEPARATESCREEM TOFRCOT 
EndScript 
OnCloseBiatton 

Quit 
EndScript 
EndObJ 2Ct 
TaxtButton "Go" 
Definition 

Origin 561,179 

Fcnt "topaz", fl ; FontName, PointSize 
PrintStyle PLAIN ,2,3 ,- Style, Penl, Pen2 
T€XtColors 1,0, NORMAL ; PenA, PenB, DrawMode 
Teitt " GO " 

Bcrder BEVEL , 2, I ; BorderStyle, HainPen* ExtraPen 
Highlight COMPLEMENT 
ButtonFlaga NONE 
EndScript 
OnRe lease 

Do "DrawKJPic","GO'' 
EndScript 
EndObjiict 

TextFi'ild "LowReal" 
Definition 

Origin 412,59 
^iite 200, B 
jujtification LEFT 
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mitialText "-2.&" 

Border DOUBLEBEVEL ,2,1 ; BorderStyle, H&inPen, Extr^Pea 
EndScript 
OoKelease 

SetObjectState *'HighResl".OK 
EndScript 
Eodojjj Bct 

TexLFleld "HighReal" 
Dflfiniricn 

Origin 412,59 

Size 200, S 

Justification LEFT 

MaxPieldLengtb 32 

InitialText "2.9" 

Border DOUBLEBEVEL ,2,1 ; BorderSCyle, HainPen, EKtca?ea 
EndScript 
OnRe lease 

SetObject State ''LH3Wlmag",0K 
EndScript 
EndObject 

TextField "Lowlmag" 
Definition 

Origin 412,119 

Size 200,8 

Juatificfltion LEFT 

MaxFieldLength 32 

InitialText "-2.0" 

Border DOUBLEBEVEL ,2,^1 j BorderStyle, HainFen, ExtraFeo 
EndScript 
OnReleafle 

SetObjectState "HighIiiiag",ON 
EndScript 
EtadObject 

TeKtField "Highlmag" 
Definittan 

Oriffin 412,149 

Size 230,8 

Justification r.5FT 

HaxFleldLength 32 

initialfext "2.0" 

border DOUBLEBEVEL ,2,1 ,- BorderStyle, MainPen, ExtraPen 
EndScript 
OnReleaoe 

SetObjectState "JHefll'',ON 
EndScript 
EndObject 
TextField "Jlmag" 
Definition 

Origin 161, ISe 

Size 2Q0.S 

Justification LEFT 

HaxFleldLength 12 

mitialText "0.0" 

Border DOUBLEBEVEL ,2,1 ; BorderStyle, MainPen, ExtraPen 
EndScript 
OnReleaee 

SetObjectState ■■LowReal'',ON 
EndScript 
SndObject 
TextField ■JReal" 
Definiticn 

Origin 161,171 

Size 2&D,€ 

Justification LEFT 

MaxFieldLength 33 

InitialToJct "0.5" 

Eordef DOUBLEBEVEL ,2,1 ; EorderStyle, HainPen, ExtraPen 
EndScript 
OnRelease 

SetObjectState "Ji=ifltf",ON 
EndScript 
EndObject 
TextButton "GoC" 
Definition 

Origin 471,179 

Font "topai" 

PrintStyle PLAIN 



FontKaite, PointSiia 

Style, Penl, Pen2 



TextColors 1,0, NORMAL ; PenA, PenB, Dra^rtJode 

Text " GO C " 

Border BEVEL ,2,1 s EorderStyle, MainPen, Extr 

Highlight COHPLEKEKT 

ButtanFlags IfOHE 
EndScript 
OnUe lease 

Do "DrawWJPic","GOC" 
EndScript 
EndDbject 

ImageButton "SeeHJFic" 
ETefinition 

Origin 2B,19 
Image "CanDo : Bruehes/CanDoM JButton . br" 

Highlight CQHPLEMZITT 

ButtonFlags HONE 
EndScript 



, "HaxDitfell" 
FontMame, PointSize 
Style, Penl, 
; PenA, PenB, 



DnKe lease 

Do " DrawMJPic" , "SEE" 
EndScript 
EndDbject 

TextMenu "HaxDi^ell" 
Definition 

AttachTo MENU ,"PXotinfo'' 

Fnnt "topat",S ; FontNaJTO, PointSize 

PrintStyle PLAIW ,2^3 : Style, Panl, 

TextColors 0,1, NORMAL j PenA, PenB, 

Text "Hax Dwell" 

MenuFlaga NONE 

Highliglit COMPLEMENT 

ShortCutKey "" 
EndScript 
EndObject 
TextHenu "HD15" 
Detinicion 

AttflchTo OBJECT ."KaxDwell" 

Font "topaz", e ; FontKame, PointSize 

PrintStyle PLAIN ,2,3 ; Style, Penl, 

TextColora 0,1, NORMAL ; PenA, PenB, 

Text " 15 " 

MenuFlaga CHECKABLE CHECKIT 

Highlight COKPLEHENT 

ShortCutKey "1" 
EndScript 
Occurred 

Let MaxDvell=15 

SetObjectState "MD31'',0FF 

SetObjectState "HDeS'VOFP 

SetObjectState ''HD127".OFF 
EndScript 
EndObject 
ToxtMenu "MD31" 
Definition 

AttachTo OBJECT 

Font "topaz", B 

PrintStyle PLAIN ,2,3 

TextColors O.ljNORMAL 

Text " 31 " 

HenuFlagB CHECKABLE 

Highlight COMPLEMENT 

ShortCutKey "2" 
EndScript 
Occurred 

Let MaxDwell^il 

SetObjectState "MD1S'',0FF 

SetObjectState 

SetObjectState 
EndScript 
EndObject 
TextMenu "MDSS" 
Definition 

AttachTo OBJECT 

Font "topaz", a J 

PrintStyle PLAIN 

TextColors 0,1, NORMAL 

Text " 63 " 

MenuFlaga CHECKABLE 

Highlight COMPLEMENT 

ShortCutKey "3" 
BidScript 
Occurred 

Let MaxDwell>e3 

SetObjectState "MDIS'SOFP 

SetObjectState "MD31",0FF 

SetObjectState "KD127",OFF 
EndScript 
EndObject 
TextHenu "HDIZ?" 
Definition 

AttachTo OBJECT 

Font "topaz", e ,- 

PrintStyle PLAIK 

TextColora 0,1, NORMAL 

Text " 121 " 

HenuFlags CHECKABLE 

Highlight COMPLEMENT 

ShortCutKey "4" 
EndScript 
Occurred 

Let HaxCwelUlil 

SetObjectState ''MD15",0FF 

SetObjectState "MD31",0PF 

SetObjectState "MD63",OFF 
EndScript 
EndObject 

TextHenu "Resolution" 
Definition 

AttachTo MENU ,"Plotlnfo" 

Font "topaz", S ; FontMame, PointSize 

PrintStyle PLAIN ,2,3 j Style, Penl, 

TextColors 0,1, NORMAL j PenA, PenB, 

Text "ReEolution" 



Pen2 
DrawMOde 



Pen2 
DrawMode 



Fen 2 
Drai>'Mode 



"ML63'',OFF 
"ttD127'',OFF 



"MaxDwell" 
FontMan^, PointSize 
,2,3 ; Style, Penl, 
PenA, PenB, 



Pen2 
DrawKode 



"MaxDwell" 
FontMaine , Points i ze 
,2,3 ; Style, Penl, 
PenA, PenB, 



pen2 
DravfMode 



Pen2 
DrawKode 
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, "H&Bolucion" 
FontName, Points ite 
,2,3 ; Scyla, Peal, 



"RES 4" 
"RES 9" 



,OFF 
OFF 



HODUFldgB KOKE 

Highlight COHPLEMEKT 

ShorcCiitKey "" 
EndScripc 
End Object 
TexcHenu "RESl" 
Definition 

AttachTQ OBJECT 

Font "topaz", 8 J 

PrintStyle PLAIN 

TflxtColors Q,l, NORMAL 

Text " 1 " 

HenuFlags CHECKABLE CriSCRIT 

Highlight COMPLEMEilT 

ShortCutTtey "5" 
EndScript 
Occurred 

Let ReBolution=l 

SetObjectState "RES2".0FF 

SetObjectSraie 

SetObjectState 
EndScript 
ERdobject 

TftxcMBnu "PlHtType" 
Definition 

AttachTQ MENU , "Plot Inf o'' 

Pont "topaz", 8 ; FontName, PolntSiie 

PrintStyle PLAIH ,2,3 ; Style, Penl, 

TextColors O.l.MOSHAL ,- J-eoA, Pens, 

Text "Plot Type" 

MenuFlsgg HQKE 

Highlight COkplement 

ShoftCytKey "" 
EndScript 
EndObject 

TesctMBnu "Mandelbrot" 
Definition 

AttachTo OBJECT , "PlotType" 

POnt "topaz", 8 ; FootHame, PointSi^e 

PrintStyle PLAIN ,2,3 ; Style, Ponl, 

TaxtColora O.l.NnRHM. ; P^nA, PanB, 

Text " Mandelbrot " 

Hanu?lags CHECKABLE CHECKIT 

Highlight ccmple^^tt 

ShortCutKey "H" 
EndScript 
Occurred 

Let PlotType""H" 

SetObjectState "Julia", OFF 
EndScript 
EndObject 
TextMenu "Julia" 
Definition 

AttachTo OBJECT 

font "topaz", fl 

Ffintstyle PLAIN ,2,3 

TeKtColors O.l.N&HHAL 

Text " Julia " 

HenuFlags checkable 

Highlight COHPLEHEBT 

ShortCutKey "J" 
EndScript 
Occurred 

Let Plottyp&="J*' 
SfttObject State "Handelbrof 
EndScript 
EndObjecs 
TextKenu "RES2" 
Definition 

AttachTo OBJECT 
Font "topaz", 8 : 
PrintStyle PLAIN 
TextColors 0, U NORKAL 
TflKt " 2 " 
HonuFUgs CHECKABLE 
Highlight COMPLEMENT 
ShortCutKey "6" 
EndScript 
Occurred 

Let Resolution'2 
SetObjectState "RES1",0PF 
SetObjectState ''RES4",0PF 
SetObjectState "RESS" , OFF 
EndScript 
EndObject 
TfiKtMenu "RES4" 
Definition 

AttachTo OBJECT , "ResolutLion" 

Font "topaz", B ; FontKaae, PointSize 

PtiatStyle PLAIN ,2,3 ; Style, Penlr 

TextColors 0,1, NORMAL ; PenA, Penfi, 

Text " i " 

KenuFlage CHECKABLE 

Highlight COHPLSffiWT 

ShortC-JtKey *?'* 



peii2 
Dra^«M4t4a 



Pen2 
Dca-wMode 



Pen3 
DrawModa 



, "PlotType" 
FontName, PointSize 
Style, Penl, 
; PenA, Pens, 



Pen 2 
DrauKode 



,OFF 



, "Resolution" 
FontNgise, PointSize 
,2,3 ; Style, Penl, 
PenA, Pens, 



?en2 
DrawModa 



Fen2 
DrawHoda 



EndScript 

Occurred 

l«t Reeolution-4 
lletObjectState "HSSl",OFF 
SetObjectState "HES2'',0FF 
iSetObjectSCate "RES8",0rF 

Enc Script 
EndObject 
TextKenu "RESB" 

Definition 

AttachTo OBJECT 
7ont "topaz", 8 , 
PrintStyle PLAIN ,2,3 
TextColors 0,1, NORMAL 
lext " B " 
HenuFlags CHECKABLE 
Highlight COHPLEHENT 
ilhortCuitKey "S" 

EndScript 

Occurred 

Let Resolution=3 
SetObjectState "FESl 
SetObjectState 
SetObjectState 

EndScript 
EndOiiject 
ToxcMenu "Default" 

Deliinitian 

AttachTo MENU 
Font "topaz", 8 
PrintStyle PLAIN ,2,3 
rextColore 0,1, NORMAL 
Text "Default Settings 
Menu Fl age NONE 
Highlight COMPLEMENT 
jhortCutKey "D" 

EndScript 

Occurred 

SotoCard "MJSet tings'* 

EntiScript 
EndOljJBCt 
End rjf Card "HJSettings" 



"Reaolution" 
FontName, PointSize 
,2,3 ; Style, Penl, Pen2 

PecA, PenB, DrawHcde 



,OFF 
"RESS", OFF 
"RES4",0FF 



Plotlnfo" 
FontNajie, Pointsize 

Style, Penl, Pen3 
PenA, Pens, Dr^wKode 



Listing 2 



Listinti 2. CanDoHJC.h Header File 



INCLODE FILES 



ftinclude <proto/exec.h> 

ttinclude <proto/ intuition . h> 

Sinclude cproto /graphics . h> 

kinclude <string.h> 

ttincluile -<stdio.h> 

Vinclude <stdllb.h> 

ttinclude <math.h> 

Sincluie < float . h> 

/* DSFI^'ES •/ 



tfdefins MANDELBROT 
Hdefina JULIA 1 

/* Structure Pointer Declarations 

struct Intuit ionBase 'IncuitionBase; 
struct GfxBase *GtxBase; 

/* Structure Definitions */ 

atruct eotnplex ( 
DOt'ELE r; 
DOUBLE i; 

}; 

Struct ConiplexSange [ 

DOirBLE ruin, rroaxj 

DOtTBLE imin, in^x; 
)J 

/* 



GENERAL FUNCTiaHS 



LONG OpeiiLibrariefi(void) 
{ 

IntuitionBase s (struct IntultiooBase *] 
OpenL:.brary( "intuition .library", 33) ; 

if ( llntuieionBase) return FALSE; 

GtxSlase > (struct GfxBase *) OpenLibraryCgraphics. library", 33); 
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i£(10£xBue9 return FALSE; 



return troe; 
} /* OpenLibrarlea */ 



void cloBeLibraries (void) 

{ 

if llncuitionBaBQ} ClosQLlbrary{ (struct Library ■^intuicionBABe) j 
if (GfxEase] CloBeLibrarY{ (struct Library *}G£x3Bse)ir 

) /* CloseLibraries () */ 



Listing 3 



Listing 3. CacHoHJCc C Proflcam 

/■ IKCLCPE HSADgR FILE */ 

I Include "caiiDoHJC . h" 

/• SUPPORT FUNCTIONS */ 

void MJPlot(stnict Window 'w, HQRD maxdweil, LOHG scale, 

struct CcnnplexRange 'cr, struct ccn^jlex *5c, ubYtH type) 
{ 

struct RaBtPoEt 'rp; 

struct cop^lex c, z, zltropj 

struct intuiHeseage 'niessagei 

WORP XBtart=0, yatartnO, x, y, xend, yend; 

WOHP count ; 

DOUBLE rstep, istep, zriemp; 

DLONG OldlDCMPFLaffB; 

rp ■ w->RPort; 

oldlDCKPFlags ^ h'~>IDCHPP1bos; 

HodifyIDCHF(w, HOOSBBUTTONS ) r 

xend = B* (rp->BicMap->ByteaPerRowl -Ij 
yend ^ trp->BitMap->RowB) -1; 
ratep ^ [cr->rmax - cr-jnnin) 'Bcale/xend,- 
istep - tcr->imax - cr-simlnl *Bcale/yend7 

SetRiBt^rp, 01 ; 

if (type == MAJTOELBROT) ( 

for (c.i - cr->iniax, y=yetart ; y<^yend ; c^i--iBtep, y+*Bcale) [ 
if (message = (struct IntuiKessage •)GetHBg(w->UsorPort) ) [ 
ReplyMsgf {struct Message 'iraeEsagel; 
breaJc; 
} /• if ">/ 

for (c.r - cr->rmin, x=xstart ; x<j>XBnd j c.r+orstop, 
x^'scale) i 

zloop^r B zloop.i > D.j 
count D 3 1 

do { 

zrtentP = iJoOp, t*zloOp.r - zloop.i*zlOOp.i * C.r; 

zlOOp.i = 2.*zlOop.r*zlOpp. i + C.i; 

zloop.r X zrtenp; 

if { (zlccp.r*2loop.r * sloop. i*zloQp,i> > i.) bieay.; 

+* count; 
} while (count < Euucdwell): 

SetAPeiifrp, count)? 
if (scale == I) 

HritePixeKrp, x, y); 
else 

HectFill(rp, x, y, x+scaLe-l, ytscale-lj ; 
) /• for •/ 
} /• for V 
} /» if "/ 

else if (type == JULIA] { 

for (z.i = cr->iiiiax, y=yBtart ,* y<=yend ; 2.i-=lBtep, ytsscale) { 
i£(aiea8age = (struct IntuiMesaage •)GetWBg{w->U'BerPort) ) ( 
Replyt^sgl (struct Kessage *}iaeBsage}; 
break; 
) /• if •/ 

for (z.r 1 cr-xrmin, x>xatart ; x<Bxeiid ; z.r*>ratep, xt-acale) ( 
zloop. r - z.r? 
zloop.i - z.i? 
count - 0; 



do { 



if ( (zloop. r^zlcxjp.r + zloop. i*zlDOp.i) > 4.} hreakj 
++ count f 

irtemp ■ iloop.r*zloop.r - ilocp.i*zloop.i * jc->rf 

zloop.i ■ 2 .'zloop.r*zloop.i ■* jc->i; 
zloop.r = zrtenp; 



) while [count < maxdweil); 

SatAPenlrp, count) ; 
if (scale -- 1) 

WritePixel(rp, x. y) ; 
ftlas 

RectFilKtp^ ^' y- 3t+ficale-l, ytscale-l^j 
) /* tot */ 
) /* for ■/ 
) /• else if */ 

HodifylEiCHP(w, oldlDCMPFlags); 

} /* MJPlot */ 

void SecComplexRanae{Btruct Complexilange "r, DOUBLE rrain, 

DOUBLE noax, I»U3L£ idili, KiUBLS inax) 
{ 

r->nnin = rmin; 

r->nnax b rrnax; 

r->iiiiin = indn? 

r-v-jmax = imax; 

} /* SetCoavlexnacge */ 



KAIH PROGRAH 



LONG main (int argc, qhar •argv[]j 
{ 

/• LOCAL VARIABLES */ 

Struct Window *Canl>oWin; 

struct CoinplexHange mrangej 

struct CociplexRange jrange; 

struct CQDplex jc; 

char ••duimiyaHUII.; 
char HandOrJuliaj 

WORD maxdvell; 
WORD resolution; 

DOUBLE rminr nnax, Iminji imajt: 

/• OPEN LIBRARIES '/ 

if (lOpenLifarariesO ) ( 

CloseLibraries ( ) j 

return Iht 
} /* if */ 

/' EJCECOTE PROGRAM IP RIGHT HUMBER OF AROOHEWrS ■/ 

if (argc >- 9) { 

CanDoWin=( struct Window *> (strtoulfargvrij ,dunniy,10J 1 ; 
maxdwella (WORD) (strtoul{argv[2] .dummy, 10) ) ; 
raflolutiaaa (WORD) (fitrtoul(argv[3] .ducniy, 10}] i 
cniin=fltrtQd(flrov[4| .dujKny) ,- 
rTiu!x=Htri.odiftrsv[5| , dumnry) ,- 
iiiiiiiBatrtDd(flrflv[6| , dunniy) ,- 
imax=Btrtod(argv[7] , duirnsyl ,- 
MaiidOrJulta=*(argv[8)),* 

if (MandOrJulia »= 'M') { 

SetCoc^lexRanget&mrange, rmlDr niiax, inin. Itcax) ; 

MJFlQt ICanDoHin, naxdwell, resolution, tmrange, NULL, HWiDELHHOTl; 

} /• if •; 

else if (MandOrJulia == 'J') ( 

jc,r=strtGd(argv[9] ,duinny) ; 

jc.i=^Btrtod(argv[lO] ,dunny) ; 

SetComplexRange ( fi j range . rmin, noax, imin , iaax I ,- 

KJPlOttCanDoWin, maxdweil, resolution, tj range, tjc, JULIA) ,' 
1 /* else If */ 
1 /' if argc >= 2 */ 

CloaeLibrarisflO J 

} /• inaia •/ 
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BMD U.S 


;.— Top 10 for September 


Top 10CD32 


Titles 




Sept 


Aug 




1 


2 


Microcosm/Chiaos Engine Combo 


2 


4 


Gunstiip 2000 


3 


- 


Ultimate Body Blows 


4 


- 


D/Generafion 


5 


- 


Frontier: Elite 2 


6 


- 


Liberation 


7 


- 


Nigel Monsell 


8 


- 


Lotus Triology 


9 


- 


Mean Arenas 


10 


3 


Pirates Gold 


Top 10 Amiga Gome Titles 


sept 


Aug 




1 


- 


King's Quest tV 


2 


4 


Settlers 


3 


8 


Armourgedden-ll 
Codename Hellfire 


4 


4 


Civilization 


5 


- 


Syndicate 


6 


1 


Frontier Elite 


7 


3 


Gunstiip 2000 


8 


- 


Ishiar 3 


9 


- 


Mortal Kombat 


10 


- 


Vol Hello 


Titles are complements of British! Magazine Dist. U.S. 


Pick ttiem up at your local dealer or tiave thiem coll. 


Dealer inquires c 


3re welcome 4 1 2 962 600 1 , 
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List of Advertisers 

Reose use a FREE AC Reader Service card to contact ALL advertisers 
who have sparked your interest. Amigo product developers v/ont to 
heor from you! This is the best way they hove of determining the 
Amiga community's interests and needs. TQl<e q moment now to 
contact those companies featuring products you want to learn more 
obout. And , if you decide to contact an advertiser directly . please tell 
them you saw their advertisement in Amazing Computing] 



Advertiser 


Page 


Reader 
Sen.'ice 
Number 


AMIGA LIBRARY SERVICES 


7 


116 


ARMADILLO COMPUTING 


60 


• 


BRUCE SMITH BOOKS, LTD 


Cll 


* 


CREATIVE EQUIPMENT INTL 


5 


102 


CCM COMPUTERS 


44 


115 


COMPUTER ANSWERS 


49 


111 


COMPUTER BASICS 


40 


101 


COMPUTER BASICS 


41 


101 


DELPHI NOETIC SYSTEMS INC 


45 


• 


DIGITAL CREATIONS 


cm 


109 


DIGITAL CREATIONS 


CIV 


108 


DIGITAL IMAGERY 


73 


+ 


M^'RIAD VISUAL ADVENTURES 


60 


103 


NEURAUNK 


60 


106 


NOVA DESIGN 


1 


104 


OREGON RESEARCH 


11 


107 


OXXI, INC. 


62 


159 


SCIENTIFIC AMIGAN 


61 


112 


UTILITIES UNUMITED 


33 


114 


THE VIDEO WORKS 


61 


110 



\i; 



TLiis company wislies to be contacted directly. 
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Amazing Computing 
& AC'S TECH 

SUPER 

Back Issue 
SPECIALS! 

while supplies last! 

Order complete volumes of 

Amazing Computing and AG's ZEC//Back 

Issues at these incredible prices! 



ANY 12 BACK ISSUES 

Amazing Computing: 

$29.95 

$201 

(S25 Foreign) 
(Includes shipping & liandliiig) 

ANY 4 BACK ISSUES 

AC'S TECH: 

$45.00 

$40! 

(IildutiL's shipping S liandling) 

Don't miss out on this great offer! 



CalL 1-800-345-3360 
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PeeCee's 



Digital Imagery 




High Quality 
35MiVI 
iiides 1 



rom your 
Amiga'^'^ 
Graphic File 



Slide imaging prices start at 

JUST $3.50 

(72-hour Turnaround / 4K Resolution / Most Amiga Formats) 




945 Walnut Street Fall River, MA 02720 

Voice Tel. 508.676.0844 
m. BBS 508.676.9308 (14400/8N1) 
_ FAX 508.676.5186 



AMIGA Games 




From World Class 

Sports to World 

Class Nuts (with a 

few World Wars 

thrown in) the 

Amiga adds 

several more 

diversions. 

Summer Olympix 

This game for the CD32 is offered by 
Flair Software. Olympic events 
included .ire Sl<eet Shooting, Javelin 
throwing. Swimming, Archery, the 
Long jump, Kaynk Racing, Boxing, 
and the 100 Meter Sprint. Tlie game 
will support up to four players. You 
can Shuffle Events On/Off, allowing 
you to play any event in any order or 
one event until you have qualified. 
With the Shuffle Option ON you can 
try to qualify for a number of different 
events in random order. You will be 
given the qualifying time at the start of 
tlie event and if you beat this time, you 
will be allovi'ed to go on to the next 
e\'ent. If you fail to qualify, you will 
still go on to another event, but you 
must go back to the failed event, to trv 
again at a later time. If the Shuffle 
Option is Off, you must qualify on 
each event, before you are allowed to 
go onto the following event. All the 
events use similar keys, Joypad 
controls for directions. Front Trigger 
controls to gain speed and the Red 
button to start or confirm a function. 
On the split-screen events, in the two 
or more player mode, the second 
player needs to press the Red button to 
confirm they are ready to play. When 
both players are ready, press the red 
buttons again to start the action. 
/■7/7/j' Soflipare, Mi'iidowficld House, 
Ponti'liDhi, Neii'cnstle, England NE20 
9SD. Iiujuinj #229 
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Total Carnage 

Another CD32 game from Interna- 
tional Computer Entertainment Ltd, 
Out of nov\'here, crazy, power-mad 
General Akhhoob became the sole 
military power in Kookistnn by 
creating his own army of mutants from 
the radioactive goo produced in his 
bio-nuclear generator. With his 
endless supply of mutant forces and 
the hostages in his possession, 
Akliboob stands ready to wreak havoc 
upon the entire globe. Only two men 
are brave enough, strong enough, and 
simple-minded enough to take on 
Ahkboob's army. They are Captain 
Carnage and Major Mayliem - The 
Doomsday Squad. You are in charge of 
the 21st Century's most dangerous 
(and smallest) fighting battalion. Your 
mission is to get the hostages and 
disable Akhboob's forces. Your 
classification is expendable. Guide 
Carnage and Mayhem through 
Akhboob's awesome array of defenses 
to get inside his stronghold and go 
after the General himself. Fortunately, 
these two men don't know the 
meaning of the word fear. Unfortu- 
nately, thev don't know the meaning 
of a lot of other words either, so 
they're counting on you. Good luck. 
Normal procedure is to advise 
progress with extreme caution, 
however, in this situation, you have 
been authorized to proceed with 
complete disregard for their own 
safety. Your mission has been desig- 
nated Total Carnage. 
luh'rnniioiuil Compnler Entcrta'mment 
Ltd, Bridge House Menywnlks Stroud, 
United Kingdom, GL0SCL5 IQA, 
Tel: 0453-756993, FAX: 0453 756998 
bupiiry #230 

Banshee 

The place is Earth iii tlie year 1999 in 
this CD32 game. However, it is the 
Earth of n different timeline, where the 
last two World Wars were never 
fought and aviation technology hasn't 
advanced beyond the power-propped 
plane. There are no microwave ovens 
and TV is still in black and white. 
There are no Superpowers, Human- 
kind lives peacefully, that is until 
Blardax Maldrear, the evil alien 




Total Carnage: Guide Carnage and Maytiem through Akhboob's awesome array of 
defenses 




Banshee; Earth of a different timeline, where the last two World Wars were never 
fought and aviation technology hasn't advanced beyond the power-propped plane. 
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empLTor of the Styx Empire has an idea. You giiosseti it, he 
wants to spread hi.s l^ingdom nil over the Earth. Thus the 
invasion begins and only one man stands in the wav of 
Blardax and fiis name is Sven S\'ardensvart. Sven escapes to 
the last free place on Earth and swiftly builds an incredible 
flying machine, bristling with guns, rockets and other 
deadly weapons. He calls this plane the "Banshee" and 
thus begins this one-man rebellion. 

Con- Design Limiteii, 55 Ashbounw Rd, Derby, United Kingdom, 
DE22 3F5, Tel: 0332-297797, FAX; 0332-381311. Imjiiiiy''#231 



The Incredible Crash Dummies 

To help fulfill his dream of global domination. Junkman has 
abducted Dr Zub, creator of the incredible Crash Dummies , 
and, more importantly, the even more amazing TORSO- 
9000. If the Junkman can force Dr Zub to reveal his secrets, 
he can build an army of Super Junkbots and make the world 
an unsafe place. Spin has to sta)' behind to watch the lab, so 
it's up to you. Help Slick save Dr Zub. There are four very 
different Zones to get through before Slick gets to combat 
Junkman and free Dr Zub. Make the most of Slick's running 
and jumping abilities. Keep him out of the way of hazards 
and don't hump into Junkman's junkbots. Stop the 
Junkbots by jumping on them or throwing wrenches at 
them. Be careful, though, because at the end of each Zone, 
Slick meets one of Junkman's chief henchmen: Sideswipe, 
Jack Hammer, and Piston Head. Crash Dummies is a one 



player game compatible with the A500, 50U+, 600,1200, and 
!5l)0. It requires a 1 or 2 button joystick and IMb RAM. 
Vifgi,! Intemeliiv Entcrlnimucnl Ltd, 338A Lndbroke Gnnv, 
London, England WIO 5AH. Inquinj #232 



World Cup USA 94'" 

On Jime 17th, 1994 the greatest soccer show on earth kicked 
off in the US. Soccer's elite 24 nations met head-on in their 
quest for the most prestigious prize - the FIFA World Cup. 
For 60 years the World Cup has symbolized sporting excel- 
lence. Here's your chance to take up the Liltimate challenge 
and make soccer history. Steer your team to the height of 
international success against the best footballers in the world 
and le-write the XV World Cup record books. World Cup 
USA '94 is the most comprehensive soccer simulation ever, 
capturing the magic of the most spectacular event in the 
sporting calendar to the finest detail. A flexible control svstem 
enables you to make every strategic decision involved in the 
four-week tournament, or if you can't be bothered with tactics 
go straight to kick-off. The build-up to each game can be as 
complex or as simple as you like. When you get on the pitch 
only one question remains - have you got vvhat it takes to win 
the World Cup? The package includes a souvenir wallchart. 
System requirements include an A500/+, A600, AlOOO, A1200, 
AISCO & A2000 with a minimum memory of 1Mb Agnus chip, 
1 or 2 button joystick, and Workbench 1.2 or above. It is hard 
drive installable and requires 1 .5Mb of free disk space. 
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U.S. Gold Lid., Units 2/3 Holfoni Wnij. Holford, Biniiingham, 
UK, B6 7AX, Tel: 021 625 1%6. Iiiqiiiiy #233 



Wild Cup Soccer 

This advanced version of soccer grew out of a once popular 
game called soccer. A study showed that a primili\'e 
version of this sport was played many years ago with teams 
of humans. The aim of their game was to outscore their 
opponents by kicking a round sphere, known as a football, 
into their opponents net. The simple but effective principal 
was complicated by an enormous number of rules, includ- 
ing the incomprehensible 'offside' rule and a large number 
of 1-0 wins. The games were boring and attendance fell. 
New rules and style were brought in to no avail. It was the 
invention of cheap bio-engineered mutants and cyborgs that 
saved the sport. Eight breeds have been manufactured, 
each with their own strengths and weaknesses. The essen- 
tial purpose of the game - to outscore the opponent - 
remains the same but the rule book is out the windo\v. Bad 
sportsmanship and foul play are encouraged. A league 
competition and a knockout competition were formed. The 
Wild Cup was created as a showcase event, to show the 
universe the qualities of this new game. Plays on an Amiga 
500, 600 or 1200. 

MiUcuuium lukrnclive Ltd, Qiuvn House, Mill Court, Great 
Shflford, CniiUmdsc UK, CB2 5LD liiqiiiri/ #234 



Codename Hellfire"^' Armour-Geddon II 

This game does not take sides. Here there is only Darwin's 
Law of the survi\-al of the fittest. The facts are simple. You 
have total control of the land and air forces of EDEN. Your 
objective is to launch a space probe to destroy the Hellfire 
Satellite and so remove forever the Damocles Sword that 
threatens our ci\'ilization. Unfortunately, the enemy knows 
that the satellite is recoverable so they are going to try to 
recapture the weapon. The Earth Defence Network HQ is 
located deep belo\v the ground at three key locations. All 
above ground sorties will be made from this location. As 
Commander-in-Chief of EDEN's land and airforces you will 
have control of up to six different \'ehicles at once. Co- 
ordinated control of a variety of attack craft is essential for 
quick and effective progress against the enemy. That 
progress is measiu'ed by the construction of your space 
probe: successful completion of missions will speed up your 
construction rate while slo\ving down the enemy's. Re- 
member - your supplies of vehicles and armaments are 
limited, hi this scenario wastage is a cardinal sin. Do not 
squander your precious ordinance, the wages of wastage 
are death. 

Pgt/giwsis Lid, South Hnrriiigtcu BIdg, Scffon StnvS, Liverpool, 
UK, L3 4BQ. lummy #235 

•AC* 

T/ffcs fupplicd by BMD-USA Diftribiiton 
Di'iilci- Inquiries, picnsc call 1-412-962-6001 
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«■ Vol.«, Mo \\\ Ctlobcr 1993 

Highlifthu tncludf; 

"Making Waves", Focus on the w,i\ c rts^ut'&'ter in Part TV i>f tht- 

Al.idiiin HiTicfi. R.ShnminsMortior 

"Clouds in Molkin,"' Animated f loud'i in ^-cmei^- Anim.itnr, by Ir 

Shiiiilrlls Mojrtii-f 

"Mcdij Madness," I->isci!\LT v,\\.\X il Ctin do for (}.ir>&ri]H's. In l^nl>; 

M.inas.1; 

"Uars&I'ipe?. Teofessional 13," rc^it-vv by Rick M.injsj 

"Bcmnulli MulliDi^^k 150'V A rcviviv irf ihis Rreal ]i>nn.'j;j ilriM'. 

ALSO; Commodore's new CD32! 

f VoiJJ.Vcin.Nm-cmberiggS 

Hi^hli(*hls Include: 

"CanDo", This inslnilmcnt ani'i^ iIl''\ L'lopinR n custum objcti by 

cnmbininR sc\'eral stiindjrd C.inl^i ohji'ds, by Kjiidy Fimrh. 

'"Brilliance," A toniipli-h* rcviow iif ihis hnt new p.iiiil and anim.\linn 

projir.un from t>igil<il Creatioas, by iTtink McMahon, 

"Online/' The inlrcMiuclion of tluis nt'w ldecnmmunicstiunsi.'olLimn 

/or thL- ATlli|^.-|. by Rob Hav^. 

■'"Gtl Graphic Digital Image F/X," The inlToduction of ACs ni'i\ 

graphics ailunirij bv William Frawlcv. 

"Picasso fl", A review of one of ihe bv^X rww >;rapliic^ cird'^ .ivaiiob!'.', 

by M.irk Rickoii. 

ALSO: WOCA Tasadcna: Cummrtdtiri' inlmduces CO-^Z! Flus, live 

incredible Li^Hilltave, j Videi>1'c?jslcr euiid.ilur! 

*■ Vl.1,^1. \l. jjiinuirv 1*^4 

1 li};l-.lij;liK liiClude; 

"Designing Ifol'iday Cards", L'sinj; ycmr fi^vprile DTP priij;r.iiiti^ in 

cTL'atL' holiday cjrds, by Dan Weiss. 

"Accenl on MuHimedia," First in a wriw oiploring She hislory and 

conci'pii- bi'bind muJlimetii*, by R. ShflTnmy Morriei. 

"Primera Printer," Re\^iew of this low end, inexpensive color pnnler, 

bv Mfrrill Callnvvny. 

"Cariimndurr 19-12 Monilor," In-di-pUi studv of lhiM,'ompr(.'lu'ri'i>ve 

An9il;^^ p.iint p.irkLigf, by IJ. ShLinnns Mrirlipr. 

ALSO: CommodoTG Shareholdeni Movement 

*• \'ul.'J, \l^ 2, February 1W4 

Mighlij^hls Include: 

" Amigj on lntcniet~, Kxploration oi Intt*met and its stmce*. b) 

Hcnniiij; \'.ilik-nkamp. 

"ECS 2fl'24 Spectrum,' A review of thiji hot graphi« card from CVP, 

by M.irk Hoffman. 

"Magic l.-mlem" A now anitnation compiling pro^Tam for all Aniij^a 

displ.iiy mmii.'?. liy K. Sli.aimmy MortieT. 

"Get Graphic: Digital Image YlXf Usinj; ARexx. Opal Paint, ADPro, 

and lX''iii\i-Paint to prcxiess imaj;es, bv William Frawley. 

ALSO: Eiiclusivp inlcrvicw \s\\M Lew Eggebrecht! 

r Vol,'?, No :i, March 1W4 

Hi^;b]i>;hts|ndm!c: 

"Amiga Star* at Medical Convention", Mediitral nisilliirii-ilia tin Hu- 

Aniit;.!, by Muh.u-l Tobin, M.D.. 

■'CanDo v*.. HFLM," Hcad-to-ht'iid revieiv of two k'adinn Aiiiit:.i 

authi-irinrt >v<U'm!^, by Randy Finch. 

"PD Update," Tliis month, a docription of AkrtPafcU 2-9 and other 

s.hareiv.iri' and fufwarp utilih*.^, by 1 Icnninp Vahlenkamp. 

"Scab MMSOO," A ru'vicw of the program K-litned lo be "Iiol ^luff" 

iiiraiivtnii* doing mtt-ractivo modiji ivurk, by K. Sh.imni'^ Morlier. 

ALSO: And (u rthermoTc: Tht Amiga takes the slagc in the 

Broailway producliun of The Wlui'v Tummy! 

» Viil.'t, \ii4. Apri! 14^4 

Highlights Include; 

"Compuler Cafe Serves Up Shasta", TTie design team at Compiler 

tiift^ f rcati'> inirrcdible "can-a-matjon" for a i>everage ctintmercuil, by 

Kobi-rt Wm Hnren. 

"Aladdin 4I> Review," Comprehens^ive kxik at the latest version of 

Al.iildin. by R. Sb.iiTums Mortier 

"AGA Cliipsel and Ihe Amiga: CJp^ i„ j^p Rescue!" VVh.it doi-s the 

liiUirf hoUl lor(..U32and Amig.l gamcr^? |e(f |amt^has Ihe inside 

SLtHip. by Jefi |<imL->. 

"Syn,<; Tips," V idco retvims to llu- p.ifie-- ot AC, featuring Ciran iinds. 

ALSO: exclusive interview with Mrnnwned Amiga artist Jim Sachs, 

m Vol.^ No S, May !W4 

Mighlighlv include: 

"Desktop Publishing for ProFiC. Re^imu'- de>tgn: A *;imple.ind 

protiiabU'ivaytij break inio the di'>klop publishing field, by P.in 

WL■i^^. 

"24-bil Painting Techniques," Innovative hps and tricks anyone can 

ui.eli:i ni.ike tlieirtomputcr paintings look better, by Mark Uof'man. 



"PD Ltpdale," ThiN month, Mc^aikili Mi. MoiowUi hivaderi^. Nfn- WorAf, 
M-\<.\ mtirc by Henning Vahtcitkdmp. 

"MicroBotics MBX-1300Z," A review of this handy math copTxxrL-isor 
and :i2-bit R.'\M add-on car^l for the Amiga I im, by Rob I iay?-. 
ALSO^The long-awaited Amiga -tOOOToiver is showcased a) the 
Cebil >ihnw in Germany. 

* Vol.y, N\v6, fiine PW4 

Highlights Include; 

"Canno," Select, enter, ,ini.l pl.iy music files^, by Randy Finch. 

"MAB shovf report," AC travels to Las Vegas for thf latest releases 

aiid announcemenls. 

"Making an Artiste Database^" Create a $tniptedal.iba.'« lnV;4»p 

(rat k a\ magazine' aiiiek-!! lining the HELM authoring system, by Diuig 

Makakihara. 

"A Survival Guide to CD-ROM Part l," Tlte first in a four part series 

desigr\ed to t.ike Ihe Confusion o\d of CD-KOM devke*i, by Mark 

Uickan. 

"Hubbies vs Heat," Fargos I'rimera Color Printer & Canon's BJC-feOd, 

by DuinnCiaig, 

'■t994Reader*sChnice Awards Ballot", 

"TypeSmilh 2.0," Rievieiv, by Merrill Callaivav 

The A 64 Package iA" Fhi" ne\^" relea^i.- bring? iiualily CW 

emulation to the Amiga, bv 1 lenning Vahlonkamp. 

"MtniqueM 4,5 U TFCHquest," Kevievs,by Sh.imnw Mi.rlier. 

*" Viil.*>, Nii.7, Jvdy l'i'i4 

"Accent on MultiMedia Part IV/' TlT,is installment investigates the 
hardware end of th*.- Amig.rs involvement in MultiMedia by R. 
Shamms Mortier. 

"1994 Reader's Choice Awards Ballot," Amazing Computing's 3rd 
annual Readt?r's Chi^ict- A\s ard^. Cast a vote for your (avorite proiiucl. 
"Brilliance 2.0," A reA'in-w ol the latest update to Digital Creations' 
Pri S i ia nee/ Tnie-Drt Ilia nee by K. Shamm.s Mortier. 
"Cocoon Morph," IX'vWarc'sCoccKin morphing program fcatvires 
molinn morphing .ind more by R, Sliamm.s Morlk-r. 
"Final Writer 2.0," New menu items including Undo/Rc-do, 
Fi^nl/Style 5trip and fa^lergraphics are coveretJ in this upgrade 
revieiv by Merrill C.illawjy, 

"Digital Image Special F/X," Displaced Tcxhires and other new 
opt-rators found in Al)Pfo2.S are explored in Pzrt 9 in this scries by 
William Fr^uvley. 

-New Products is Other Neal Stuff," Mr AMOS Club Programmer? 
Pack. The Datal'lvf r SCSli , Cinema 4D, Dt-sktopMACIC 10, DICI-XD, 
Alph.i Paint, Sequel vl. 2, Fury of the ['urries, Super Methane Hrcw., 
Hnitol I'ootbal I, Fire & fee round out the items found in Ihis issue's 
\evv I'niducL;. 

"Sync Tips," Video color correction with your Amiga by Oran Sand>. 
"Diversion," This month: Hired Guns from Psygnrwis Ltd., Fighter 
[JucI Prt" Zfrom Ja^er S*^H^^arl.', and .A-Train Core-t ruit ion Set Irom 
Ma^i'i Software. 

*■ Vol -J, No S, August JW4 
Highlights Incl lid*': 

"leaching Writing with Scala MM3Q0,"'Flicutiurational applkation'i 
lit ^:a\^ MMjtH) are explortit bv Charle?; F. Cavanaugh. 
"Sh iciding Yourself For Sci-Fi," A tutorial on developing Sci-Fi 
shielding effects using Imagine and Aladdin 4D by Dave Matthews 
and Marc Hotfman. 

"Oigilal Image F/X," <1p,dP,Hnt tips and tricks hy William Frauley. 
"Eiatchere," A rtvieiv <if Amiga batching stiftwjre lor image 
iTOL'tVising bv Shamms Mortier, 

"CD"," Nick Faldo'sChanipionshipColf, limlv lilous.nid Surf \m]js 
bring the movie fun to CI) . 

** Vol.q. No.9,Septemlvr|t*44 

I lighlights Include: 

Revieivsof "Toceala", "Snow Words and Nimble \umbers", 

•'AmiiBa Oberon-2". "Take 2. Sludio Ifr 3.t> and ADSIh Board", and 

"Panorama 3.0". 

"A 2D Animation Project", Eloiv the cvinccptof ANIMbru>hes in 

DPaint helped pnKluce m\ .i nimalion project by Shamms Mortier. 

"Aladdin-JD: 'i"ularial #9", Instandngand CSpliiie variations are 

covenxl in this continuing Aladdin 4D tuhirial by Shnmms Mortier. 

"AC fJ.'riiisjVe.'" Comn^odore's U.K. General Manager, Dasid 

Pleasiince. s^hares his thoughts and hopes on his management buyout 

attempt for Commcxlore^nd the Aniiga. 

"Roomers", Ihe Banditodiw.-us-j."s theCBM turmoil and the Amiga's 

lulurt-— W'herewi-gi't uj>iet and Join in, 

"Dragonivorld", I UillyiviKHl generates compuier images uo a 

■iliiiestring — Amigii styk-. 

And mUiCh.niULh mure. 
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*■ ACVTHCH, Vnl.l. Np.3 
i li^liHj;hts Incluik": 

"ReicsL Rainbow Libury/' A rivivu in Mi-rrill f.ill.iWiiy 
"All Vnu Ever VVjntL-d to Knnw Aboul Morphint;,'' An in-drplh loink .it 
niorphinj; for Ini-i^iru-bv Hruno Co-.t.i .iml Liichi D.irvn 
"Xuslom 3D Graphics l*a<kjgt PJirt [/' [X-signing j custom 313 );riip hies 
p.ick^^iio h\' LtiLirii Mnris'^on, 

Build J Second |o\':StiL-k Port,' A simple hardware project for an 
iidditionnl jovsticL p<ni h\ |.iiuif> llallee_ 
AND LOTS MOItE ON DISK! 

m \CsllCII,Vt)L:t. Niv4 

Hij;hli,i^iUs Include; 

"Cu?;ioiti 3U Graphics IVckagu I'arl II," i'ut Ihi.- linisiiiii^ lou^bis on vniir 

uwn j;mphit:.s p.iik.i;;f by I .nir.i Morisson. 

'TruBASIClnpul Masli," An tnlrrkStingTrueBASlC iililityby !, \X^tvc\] 

Weslbnirtk. 

"Time Efficient Animations," Make up for lost time with this ^real 

iinimatiiui i.itilit\' bv KuK-it Clalka. 

"P-BASIC 5.0," A iL-vk-w ^^i \\\ii, Lilcsi version of F-BASIC by Jeff Slein. 

PLUS: CD32 DeviflopmcrU Info! 

* AC'sTir!LVol.-J,\o. \ 
I ll);hlit;hl:s Inclllduv 

"Artificial Life," Artiiicial life, int(.'lli^i'ni.Viind i-^ther tLvhr^iiMil tjiilbils in 
tl1i^ pk-cL', by lahn lo\'iiiL'. 

"Huge Nirmbers I'art \." Crt'.itivy number crunchin|;. by Michael 
Greiblinj:;. 

"Pseudo-random Number Gcncrafion/' Gfni'rah'ng fi-qucncis of r.^ndoin 
niiiiibLT>— ,ilmusi. by CriNtuplHT|emihiKs. 

"Draw 5.0," l>>t^rpri/r wkvlinn in AMOS Profepsional, b\'T. Darrell 
\Ve>lI-irook. 

"['rn(;r.iiiiiiiinR the An^ica in A'-^icinblv LaneuaHe," i,'oniplt'\ tiiiiiiion-i 
■.plLirrJ.bv\Vnii.ini W \i- 



"VVrilini^ a Function Conic for I'ro l>r.iiw/' [.'ri.Mli.' a cak-nd.ir 
lv.i;jnpiiri.i^ Ocinbcr 1^H2, by K^'ilb I), limun. 

* AC*sTi:CH,Vo],4,No, 2 

Hij^liliKht^ Include: 

"True F-B.ASIC," Whal do vou j;t'( wht-n vou cross True BASIC 

witli F-r>A5:^IC? You'li bt^ surprised, by Roy M. NJuzzo. 

"Huge XumWni Part II," Cro«itive number crnndiing. b\ Michnd 

Greiblinp- 

"Building an Audio Digitizer," Create a simple aiLdio di^iti/t-r for 

\'aur Amiga, bv fohn lo\'ini-. 

"A Look al Compressiiiii,'' V.\riiiiiv. conipr<s>,i(i|i [echniques ,ind 

what lhe\' do for vnu, b\ ll.in VVeis^. 

"I'ronramming the Amlaa in Assembly Language/' Usinj; the 

math t\iproce>SL^r,h\' Willi. nil I' Mer. 

".'\migaDOS Shared Libraries*/' i\,uniiiii;ij; AiiiipaDOS libraries 

and their functions by l^anifl Stenherg. 

*■ AC'3 TECH. Vd- 4, No. 3 

Hi^hlight'^ Include: 

"AmiRJ n," TIh' program Jfscrihcd in this article nriginnlly appeared as 

an Apple II Integer Ikisic listing in. thi' mapa/ine Micrti in the late 1970s. 

Her*' il is, riv\vli.\l j> an Amifia program written tn AMOfi Basic bv 

K.'lHTl I>av]<.' 

"A?isembly Programmins f*^^ ^^'^ NesI Generation of Amiga 

Computers," Taking advant*ij;e of the increased speeds of faster 

pHKi-^stiis by Chrtstopherjennins*. 

"Huge Numbers Part 3," bv Mich,x''ICriL'b1irg 

"A Simple AmigaDOS Handler," by Stephen Kondeau 

"A Pair of Pickoven.,"Tvv'iwiriii"k'saiiapttti lor the Amiga fnmi ctunpuler 

blHlk^,bv ClifhJni A, I'i.k.ni'rbv Hill NW 
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Complete selection of Amazing Computing and AG's TECH AVAILABLE! 
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WHAT HAVE YOU BEEN MISSING? H.ivl' you missed inform.ition on how to odd ports 
to yoLtr Amigii for under S7(), hoi\' to work .iroiiiid DcliixcPninl'^ kick of HAM support, how to 
denl with service burenus, or hoxv to put your Super 8 films on \idoo tnpe, iiking with Amiga 
gi'aphics? Do you know the differences among the big three DTI' programs for the Amiga? Does 
tlic ARexi; interface still puzzle you? Do you know when it's better to you use the Ckl? Would 
you like to know hov\' to go aliout publishing a newsletter? Do you take full advantage of vour 
liAMdisk? Have you yet to install an ItiM mouse to work \vilh vour liridgebonrd? Do you know 
there's an alternative to high-cost word processors? Do vou still struggle through vour 
directories? 

Or if you're a programmer or technical t\pe, do you understand how to add 512K RAM to 
your 1 MB A^1X^ for a cost of only S.iO? Or how to program the Amiga's CiUI in C? Would you like 
the instructions for building your own variable rapid-fire joystick or ii 246-grayscale SCSI 
interface for your Amiga? Do you use easv routines for performing floppy access without the aid 
of the operating system? How much do you really understand about ray tracing? 

The answers to these questions and others 

can be found in 
AMAZING COMPUTING and AG's TECH. 
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Get Civiitirt^ 




Jim Uhlir — an Amiga artist wlio has played football, 

sculpts, paints, created on advertising business, 

and a whole lot more. 




Jim Uhlir is a complex indi\'idiiiil. His home studio is crowded 
with pniniings and sculptors of his own design. He played footbnil 
in high school for four years and won a scholarship to the Univer- 
sity of Colorado while also earning "All City" as a fullback in his 
senior year at Chicago's Schurz High School. Colorado beat 
Cleinson in Uhlir's senior vear in the Orange Howl (Uhlir had 
played center and linebacker all four years. All this football talent 
earned him a preseason spot with the Chicago Bears. Ho^ve\'er, 
Chicago opted for a different st^'ie in regular season. 

Jim Uhlir then started work with the giant Chicago retailer, 
Marshall Fields as he simultaneoiisiv attended the Uni\'ersity of 
Chicago, the Art Institute of Chicago, and the Academy of Art. 
After receiving a Master's Degree in Tine Arts from the Art 
institute, he started a 14 vcar career with I-oote Cone Belding, a 
large advertising firm ivith clients such as Le\is, SunKist, Hall- 
mark, Kimberly Clark, and more. This led the way for Uhlir's 
private undertaking, Thunderhead Advertising & Design. 

Although .Mr. Uhlir started his compain- in 1974, he did not 
gel his first computer (an Amiga) until 1986. Thunderhead is 
currently equipped with an Amiga 25(10 u'ith a GVP 68030 
accelerator which is networked vs'ith an Amiga 3000 Toi\'er 
po%vered b\- an 040. Mr. Uhlir is able to access each computer 
through the same keyboard with the use of a switch. 

in producing the iiduSv.stems brochure (cover above and 
sample layout below), VIr. Uhlir created all the graphics. The 
photos, except for a few that Uhlir reshot, were provided by 
EduSvstems — o\-er a thousand snap shots, Jim had to re\'iew them 
all and tlien scan and edit them to his needs. "I did a Jot of work 
with AUl'ro and ImageMaster." 

The Arabic sections were translated and written in Saudi 
Arabia bv IZduSvstem employees and then sent to Jim. Tlie result 
was handled as an image, scanned into the computer ivith the help 
of an Epson AP300, and treated as an image in the document. 

When asked if tliis was a typical job in the art and advertising 
business, Uhlir responded, "There are no typical jobs." 

"When the Toaster came out, 1 got a Toaster. I ha\'e been doing 
some videos for people — writing and producing them. 1 also like to 
do regular advertising campaigns where we come up v%'ith a 



concept, Then from start to linish, we develop the ad\ertising 
program, place the space, and do the whole thing." 

What words does he have for people who are considering 
art or advertising as a career? "If yoLi want to get into advertis- 
ing, one of the most important things that vou want to realize is 
that computers are nasty task masters, hut they arc just tools. I'he 
basis of tlie advertising business is thinking. It is ideas. I find i! is 
often a trap you can get into bv spending hours and hours 
learning all the intricacies of hou' those programs work, ^'our are 
not thinking up a better idea, you are just hacking awav at 
something that is taking an incredible amount of time." 

A Network of Amigo Artists 

"1 think it would be really useful lor me to know more Amiga 
people that 1 could work with and to network with them more." 
Mr. Uhlir went on to say, "A lot of the people arc incredibly 
creative in different areas, not necessarily in JList design or 
illustration, but incredibly creative with the computer itself." 

"Most of the great illustrators who ha\'e gone to computers, 
do not even know that the Amiga exists. That is not neces.sarilv 
true in the video world. Guys like Spielberg can find it. There are 
some heavy duty people in the animation areas. But, from my 
standpoint, 1 would just like to know more .^miga people ^vho 
are doing great work." 

"I would like to netvvork with some of them. As an 
example, lot's say 1 get an idea lor an ad and I ha\'e a budget for 
the ad \vhere 1 could farm oul some of the illustrations and not 
do it mvself. All I would ha\'e to do is concept the thing and 
produce it. Then I could bring in more people." 

"I think there should be a recognition of creativity and 
talent out there. Just because artists ha\'e a tool and they are abie 
to eTicientIv work the tool, it doesn'l mean that they are able to 
create great stuff," 

If vou're an .'\miga artist and you ha\'e something vou want 
to submit to Jim Uhlir's agencv, voii can contact him directh' at: 
Thunderhead ,'\dvertising & Design, .307 Church, Harvard, II. 
60033, (H1.5) 943-69.30, VAX (<Si5) 943-.3337. 
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John Uhilr used his skills at both graphic artist and advertising professional to create EduSystems' marketing piece. 
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^ Amazins ^MiGA free information! 
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r/7e "Amazing" 
AC publica- 
tions give me 
3 GREAT 

options to 

save! 

Please begin 

my 

I; subscription(s) 
I immediately! 
! 



Name 



DISCOVER 



Address . 
City 



. State . 



ZIP^ 



Charge my Visa 
Expiration Date 



MC # 



^M^^ 



. Signature . 



Piease clrcte lo indicate ttiis is a New Subscription or a Renewal 



V/Sji. 



1 year of AC 



1-year SuperSub 



1 year of AC'S TECH 



12 big issues of 
Amazing Computing! 



AC + ACS GUIDE 
= 14 issues total! 



4 big issues! The #1 Tech Resource 



DS S27.00 
Canada/Mexico S34.00 
Foreign Surface S44.00 



US S37.00 
Canada/Mexico S54.00 
Foreign Surface S64.00 



US S43.95 L 

Canada/Mexico S47.95 '~2 

I Foreign Surface $51.95 H 



Please call for all other CsnadB/Uexico/forelgn surface & Air Mall rates. 
Check or money order payments must be jn US funds drawn on a liS bank; $ul>ject to appticatte sales tax. 



.J 



BUSINESS REPLY MAIL 

FIRST CLASS MAIL PERMIT NO. 36 FALL RIVER, MA 



Postage Will Be Paid By Addressee 



AmazingAmGA 

P.O. Box 2140 

Fall River, MA 02722-9969 



NO POSTAGE 

NECESSARY 

IF MAILED 

IN THE 

UNITED STATES 



III MI.„I..M.,I.IM.<l.l..l.i.lll I.ll 



BUSINESS REPLY MAIL 

FIRST CLASS MAIL PERMIT NO. 36 FALL RIVER, MA 



Postage Will Be Paid By Addressee 



/^azim/iMiGA 

P.O. Box 2140 

Fall River, MA 02722-9969 



NO POSTAGE 

NECESSARY 

IFhIAILED 

IN THE 

UNITED STATIS 



.....I.II,mI„I,I,.I.IMmM..I... III. ,...1,11 



Please return to: 

AmazineJ^GA 

Yottf Cf-tfftmat AMIfiA* M-^HlUly Rvt'tiin:.r ^W 

P.O. Box 2140 

Fall River, MA 02722-2140 



Please place this order form in an envelope 
with your check or money order. 



'to. The -Amazing" AC publications give me 3 GREA T reasons to save! 

Please begin the subscription(s) indicated below immediately! 
Name 



^H^^ 



Address . 
City 



. Stale 



2iP_ 




Charge my Visa MC # 

Expiration Date Signature 



DISCOVER 



Call now and use your 
Visa, Master Card, or 
Discover or fill out and 



Please circle !o indicate ttits is a New Subscription or a Renewal Send in this Order form! 



1 year of AC 


12 big issues of Amazing Compufing! 
Save over 43% off the cover price! 


USS27.00 1 1 
Canada/Mexico S34.00 1 1 
Foreign Surface 844.00 1 1 


1-yearSuperSub 


AC + AC'S GUIDE— 14 issues totolf 
Save more ttian 45% off the cover pricesi 


US$37.00 1 1 
Canada/Mexico S54.00 | | 
Foreign Surface S64.00 1 | 


1 year 0) AC'S TECH 


4 big issues of the FIRST Amiga technical 
magazine with Dislcl 


USS43.95 [ 1 
Canada/Mexico S47.95 1 1 
Foreign Surface S51.95 1 f 



I ^^ Check or money order payments must be in US funds drawn on a US bank: subjecl to applicable sales tax. 



% 



t 



NAME 



ADDRESS, 
CITY 



STATE 



ZIP 



CHARGE MY: VISA M/C ^_ 

EXPIRATION DATE 



SIGNATURE. 



Amazing Computing Back Issues: SB.OO eacli US, 56.00 each Canada and t^exico, 

S7.00 each Foreign Surface. Please list issue(s) 

Amazing Computing Back Issue Volumes; 

Volume 1-S15-00' Volume 2, 3. 4, 5, 6, 7, or 8— S20.00' each or any 12 issues (or S20.00" 
■ All prices now include shipping S. handling. ' Foreign surface: S25. Air mail rates available. 



AC TECH^MIGA 



SiiiKifissui'!,iuslSI4.')5l V 1.1 (Premiere). V1.2, V1.3, V1.4. V2.t, 
V 2.2, V2.3, V2.4, V3.1 , V3.2, V3.3, V3.4. V4.1 V4.2 
$40.01!: 



Viilunic One. Two. or Tiirci IcciniplLMt) cir uiij fcmr issuts. 
Freely Distributable Software - Subscriber Special (yes, even the new ones!) 
1 to 9 disks SB.OO each 

10 to 49 disks SS.OOeach 

50 to 99 disks S4.00each 

100 ormore disks S3.00 each 

S7.00 each for non subscritjers (three disk minimum on all foreign orders) 

ACKl ..-Sources, Listings V3 8&V3.9 " 

AGO ---Soyrce & Listings V4-5 & V4.6 

AC«5 --Source & Listings V4-9 

AC#7 ..-Source S Listings V4-t2 & VS.1 

Acta ---Source & Listings V5.4 & V5.5 

AC" 1 1 . Source & Listings V5-8. S.9 & 5- 1 !) 

ACt»13.. Sources Listings V6.2& 6.3 

AC(!tS ...Source S Listings ve.6, 6.7. 6.8. & 6.9 



iVmazing on Disk: 



AC#2 ...Source & Ustings V4.3 & V4,4 
AC#4 ...Source & Listings V4.7 &. V4.8 
ACsS . . .Source & Listings V4- 10 a V4. 1 1 
ACSS ...Source Si Listings V6,2 & 5.3 
ACSIO ...Source & Ustings V5.6 & 5.7 
ACKtz ...Source S. Ustings V5.1 1. 5.12 & 6.1 
AC1114 ..Source & Listings V6.4. & 6.5 



^H^^ 



V/SA, 



DISCOVER 



Bacl< Issues: 
S 



ACS TECH: 
S 



PDS Disks: 
S 



Totol: S_ 



l'le;ise list vtnir l-recly RL'di.siriliuiable Sollwurc .sc-Icl lions below : 
AC Disks _ 



(nimibers I Ihrotigb IS) 



AMICUS . 



(niimhvrs I thiDitgh 26) 
Fred Fish Disks 



(numbers 1 through 100<i) 



Complete Today, or telephone 
1-800-345-3360 now! 

You may FAX your order to 1-508-675-6002 

Please allow 4 to 6 weeks lor delivery of 
subscriplions in US. 

t Domestic arul Fitreii;n nir mail nitcx avciikibU' on reqia'sit 



Check or money order payrrtents must be in US funds drawn on a US bank; subject to applicable sales tax. 





s 



Please return to: 

Amazins Amiga 



U. -M-COMPUTLNC 



P.O. Box 2140 

Fall River, MA 02722-2140 

Please place order form in an envelope with your check or money order 



Please return to: 



j^nazins Amiga 

JL -M- COMPUTING f7iB^ 



P.O. Box 2140 

Fall River, MA 02722-2140 

Please place order form in an envelope with your check or money order 



Amazing Computing for the Commodore Amiga — 

Your original monthly Amiga resource! 




STILL THE BEST 
GRAPHIC BUY! 

t'lt-ulc spt'CiiiL-iiKir iRic cofnr 4iniin;ltiolls (Ml ytiur .Aniifii. 

I'iiinl. liigitizc and display liL-;iulifi]| full color L-umposiiL' 
\idco linages on any Amiija. • Caplnrf an imagf in Ifl 
seconds from any color video caiiicm ur siabic videu source. 
- Kull-reulurcd paint, digiiizc and c<«ncrsion software 
iiiL-ludcd, -Coniijaiihle wiih AGA 121)1) unti 400(1 Amigas in 
NISC7PAL modes. Two lo lour liniL's ihc s|icL'd of .-^GA 
.inimalions ( DCTV vs, HAMS) Willi grcaler color and 
rcsoluticMi. 

t'oitipalihli; with all popular 3D. rfndcrinj;. and graphics 
packages including. .AD-Pro. .Maddin 41), .AniigaVision. 
lirilliancc. Calligari. Cinfmorph, Dra»'4D. ImaacMasier. 
Imagine, LighiWavs, MorpliPlus. Real }D. Scala. Scenery 
-Animalor. Seulpt, VislaPro, and many others,. . 

DCTV (NTSC or PAL) 
$299.00 



RGB CONVERTER 

AlUuvs ihu' use ol DCTV wilh sluiniiiiil KCili itmnitors 
1 HIS4I ill siiuidiird NTSC or PAL iiioUl's. Also permiis ihc 
iKf orcxtcniitl geiiU>cks liku our Si]i|X.-i<JL'n. 



RGB Converter 
$199.00 




NEW! 



SuperGen^X 

S-VIDEO AND COMPOSITE 
GENLOCK & OVERLAY SYSTEMS 

SupcrGen SX 

' Only broadcast quaijiy S-Vido<i genlock 
for icss ihan SI OCX) 

• AGA cniiiipiiliblc. Cuinp:nihit; wiih all 
Ami^;i iiuhIcK 

• Two iiidcpendeiu dissolvL- Liiuiruls 

• .Sotlv^ijrc controllable 



Notch tlkcr 



SuperGen 3000S 

• IJro.idL'ast Quality 

• For A21KX) only - iiiiemal 

• iluilt-in I'roc'-anip 



SuperGen SX 
$749,00 



' S-VidL'o and C'oiuposiie hipul it Oiitpul 



SuperGen 2000s 
$1195.00 








a.o 



ANNOUNCING 
BRILLIANCE VERSION 2.0 

Veisioii 2.0 of DrilliaiK'C )tas heeii designed with 
prodiiclivity in iiinid. Several neW' lealures enhance this 
alreaily poweiliil program. Fealurcs like /Yt/i Fruiiid.s !ha1 
allows die animator to flip through dranings. Kiih Thru thai 
makes compositing easier. UituI ami Sa\f Tn'ccn ixithfi 
enabling much tonger and repeatable brush moves. Faster 
and more aeeurate Tvveening. Tnte VrVu- opfton for 
magnifkalioii. ,^nd mucii. much more. 

Brilliance! 
The best just got better! 

JPIOWI V NOW! 

HOT NEW PRICE 

Brilliance 2.0 

$99.00 

Upgrade 1.0 to 2.0 
$49.00 



Without 

Copy 
Protection 



The 

Kitchen 

Sync 




TliL- Kiichcn Sync provides two L-hanneK ol' limc hi.\-.c 
ciirrtxtioii - the perfect loi\' co'^t TBC H>luliiMi for ilif Video 
:' Tou-stcr'^V 

■■, ■: WtiJi a Video Toa<;ter, the Kitchen Sync pro\ides a complete 
/% AJE roll cduiny sysieni. 

, '\ Two complete infinite wiriduw lirnc base correctors on one 

"'- IBM AT/Ainijia c^nnpatihle card • Ahsoluic 10(1'.; hiniulciisi 

-4'-'- quality ■ Cornpnsilc or Y/C video in • IncUwIcs easy lo u.sc 

''■-■' external coiUfol panel • No uuveforiu iiioiiilor needed " 

..,. Variable speed strobe * Freeze Frame, two riKk-solid Freeze 

*■,>■ Fields • Low power con.suniption • Lowesi TBC price per 

)/^* channel • Work-i vviili consumer grade VCR^ 

Two ("iimplete Time Ra.se Correctors On One Card! 

Kitchen Sync 

.^ $1295.00 

:;:• Genlock Option 

.' Ret|ujied to svnehronize the Kitchen Svnc to an external 

4 """■ ™'™ Genlock Option 

*': $150.00 

;. S-VHS Option 

Ikcquiied lo enable S-VHS/Hi-8 (Y/C) \ idco ouipuis. 
S-VHS Option 
SI 50.00 



FREE SHIPPING 
in all VISA & MC orders In the US. 



COD - Cash only - add $1 0.00. 

Call by 2:00pm PST/5:00pm EST for same day shipping. 



DIGITAL 



Worldwide Distributors and Dealers Wanted. Inquiries invited. 




Video Slot Box 




INCREASE 
PRODUCTIVITY! 



• ['iHir Video Slots! • Thive PC/AT bus slois (power &■ 
ground only) • 23nvv switLhiny power supply • Two 5.25" 
drive bays • One ?iS' drive b^y 

The Vkico Slot Bo:i, is a re\oiiitionary n^w mini'iower ihat 
expands any Amiy;! A2(K)0. A.^OOn. or A4rK"K) to have four 
compleie \idci> skits, three atldiuonai PC AT bus slots 
(Power and Cirtntnd only) for compatible cards such as our 
Kitclieii .Sync TBC. rmnn for two 5.2^ inch half height 
devices and one 3,5 inch device rYou can use this room for 
SCSI hard drives, upiieal drives, flopiicais. lajK* drives, or 
anyihinji else dhal fits.), and a beefy 23(1 wati Mvilchmg 
power supply. 

J'he N'ideo SUil ll»\ prnvides Ihese Mylulinn.'i: 

Use die Video Toask-r with an Aini^a A.^MOO. lUe more than 
one video slot prothicl in your .-Xmiga. Easily niuvi.- ynitr 
desktop video cnviromneni between Amigas. 

Tlic slots in the Video Slot Bo\ are complete video sluis wiih 
all the capabililies of Ihe video slo? within ihe Amijia. "^'ou 
can place up to four video stol prtxlucts into the Video Slot 
Box. A front panel selector lets you choose \vhich product 
is dctiially in control of the video stol wiihin the Amijja. 

With products thai are "video slot masters" such as the Video 
Toaslt^T or a Lt^idtxk, only one of them can bs active at a 
time. The video slot bo.\ allows you to easily swiieh 
iiisianily between se\cral such products within one machine 
without havinji lo ever swijp boards. And switch them wiih 
sofiwaie! 

Get The Most Out Of Your Amiga 

Video Slot Box 
$995.00 



CALL 

DIGITAL 

-^DIRECT 

916-DIGITAL 
916-344-4825 

9:00am to 5;00pm PST M-F 
For technieal informalion call 916-344-4825 



A T I O N 9 P.O. Box 97, FolsomCA 95763-0097 'Phone 916*344*4825 'FAX 91 6*635»0475 

SuperGen SX, SuperGenSOOOs, DCTV, DCTV RGB Converter, Kitchen Sync, and Video Slot Box are trademarks of Digital Creations, Inc. ■ ■, 
Video Toaster is a trademark of Newtek, Inc. IBM and IBIi/l AT ate registered trademarks ol IBH^, Inc. Amiga is a registered trademark of Commodore-Amiga, Inc. 

Circle 109 an Reader Service card. 



^e 



sfi 



\ 




r 



miMANCE 







The FASTEST Paint and Animation for tlie Amiga 



Brilliance 2.0 is the Amiga's most powerful paint program and a 
sophisticated 2D animation system comhincd into one breakthrough tool. 
The award-winning creators of DeluxePaint ST, Deluxe PhotoLab ancH 
DCTV Paint dedicated over three years to one goal... redefining the state- 
of-the-art. The result is simply the best graphics tool ever created for any 
computer. If you're still using DeluxePaint IV, get your hands on 
Brilliance 2.0. It's fast... rail fast, and it's got higher resolution, better 
anim tools, dozens of swap screens*, true 24-bit editing, powerful brush 
manipulation, and multiple Undo/Redo levels (just for starters). 
Upgrade today to the ultimate paint and animation system. 





New low price 

$99.95 



.-li .X. . 



'*■->- 



^mm> 



•^■^ 



f^/**^ 




'''^& 



''^i'/ft 



LIMITED TIME OFFER 

Upgrade Any 

Paint Program to 

Brilliance 2.0 



Credit Cdrd iind COD orders, Ciill tod<iv - h,nc your oUl paint program's niiiniul liandv- 
OvLTiiighl di.'li\i.'r\' iivailiibli'. 



► "!f\/oii cini afford onhj one paint pru^^raui for the ADiigu, 

//)/s /s //)(' o)n' to buy" - Amiga World 

► "if you're looking for the Ivst AGA paint program o)! the 

Amiga, iook no further" - Amazing Computing 

► "Tlie uuuiber one paint and nniination package for tiie A)uiga" 

-Amiga User International 

► "Nothing out there cntt match it" - Amiga Computing 

► "The best art package avaiiabie for tlie Amiga " - C U Amiga 

► "the Amiga's premiere paint package" - Amiga Shopper 

► "Excellent!" -Amiga Format 



Upgrade only 

$49,°* 




Call Today 
800-645-1 1 64 



VVork-S in TAL, i[iteriiaticinfll frieiids call +1 (916) 344-4823. 'Limited only by .uaiiaLML' l4j\M_ _ 

Digital Creations is a trademark of I'lay Inc. Deluxe I'nint is a trademarl« of lilectronic Arts. Shipping; and handling extra. I^hI^^mB I t^ I 

C R EATIONS 



